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PERSONA LC O M P U T E R « G AMES 

FEBRUARY ! 985 



COMMODORE 64 

54 C h iili ii£ly rea I speech F mind - bngg) in£ atti m ation, amazing Game of the Myn Eh. 
50 Super CbM hrl* -£j*|rvffSpj and ToeSfa/Fo/Atfrnafk 
100 Detailed playing tips dd the siaggerinG Rnutder Dash. 



SPECTRUM 

96 12^ screens of 3D ma^ie - B rilain's greats KnifAt Lore map 

OoomJarA 1 * RtTto^e. Cyctone and I^rfe Ru nner - ihree of the FOUR Spectrum hiK 



VIC 20 



65 Great classic game for you lo type in. 
84 Thrill to the action in our c selling Cnarior Rum 



DRAOON/ORIC 

IT Great new PCG hits for ynu to rush out and buy. 



SPACE RACE 

The low down on all thelafesl releases, 




BBC/AMSTRAD/MSX 

6T The race is on lo win that mtunninp, cover LHushnuOn- 



FIREBIRD BONANZA 

Name a game or two and y tin could pick up the entire Firebird range for your micro. 



EBB 

BW 



m 



CHEAPO GAMES 

73 Siime iiziUnz bargains lo be picked up for less than £3. 




BOARD 7 

Bits and pieces including rraullSiJf 
the Software Clu> riddle compdi 
lion and a look back at PCG'shrsJ 
issue. 






This munlh'3 mix of news ind 
gqssip includra new$ of l«1 year's 
best- selling games un eatli micro. 
Also the nation's most drluled 
charts. 

BYTE-BACK 1 7 

Tfcb mniilh'i Hack of letlezs In- 
cludes ji defence of pirating and a 
savage Bctmutliun against PCC's 
edhtor- 

SCRIEN TEST IT 

The- atari of the map, packed with 
detailed review*, screen-shots and 
riUnjlE- Plus a great Game «f lie 
Munth and stacks of PL G n Lis. 




COMPETITION ftT 

The roust Original, the n\u*l tXCH- 
lnj(. This month you could pick up 
Hie nripjinaJ of nui knock-out cov - 
er HluglralJnn or the enlire range- 
of tlrebird Rames tor your 
machine. 



LIBRARY 65 

Inciting type-in lilting Tot ih« Vic 
20-Wi a blockbuilor! 

ADVENTURE' 
WORLD SI 

The While Wizard araves his wand 
over the last adventure releases, 
pluah adventure news, letters, tips 
and the helpline 

CHALLENGE 

CHAMBER 

The Chamber Master supervises 
an exdling contest between Vie 20 
players in Lite room where we test 
(hose a ifih -frc-orc*. 





TRICKS N 
TACTICS fl 

All Ifce besl |jlavici^L tips, including 
stacks uf udvkv un JfwMef fJifo 
end a fuJl-colour map uf Kitigkt 
1,4? re. 



AMSTRAD BBC CBM64 SPECTRUM MEMOTECH NASCOM ATARI 




"You really cant go wrong with any Level 9 game 
as they are all brilliant" Crash Micro Sept 54 




RETURN TO EDEN 

Level 9*s first amazing full-colour graphical adventure 



6 Return to Eden is the long-awaited sequel to Level 9's top-selling snowball 
adventure, set on the weirdest planet ever. Now it s here with 240 locations; 
J - » 1 masses of puns and puzzles and with hundreds of pictures in the ' 
.amstrad, cbm 64 and spectrum versions. 





"Whichever machine you own, 
if you have the vaguest tendency 
towards adventure playing then 
T^iW you must try one of these games 
*Jl ( unfbrtu n a tel v you'll probata i y end 
h£m up wanting to buy me lot. 

" J J - Computing Today. Aug 34 

(jL. The Level 9 Adventures are 
w superbly designed and 
\\ or og rammed, the content f irst 
ji\ rate The implementation of 
vj' Colossal cave (Adventurer Is 

nothing short of brilliant, rush out 
anrl buy it While you re at it, buy 
// their others, too. Simply 

5 mas h i n g ! " - Your 64, June 



"Level 9 -arguably the producers 
of the Pest adventure games in the ^ 
hfUK - have done it again. Lords of 
Time is a sparkling addition to its 
"stable of winners." 

- Atom user. Jufy 







'One of the best adventure games 
I have ever had the pfeasure to get 
( £ my hands on. I can recommend 
4^ Dungeon Adventure without the 
sii ghtest fear of bei n g 
contrad i cted. Th i s is a m a ssi ve 
£X sojourn Into the unknown" 

- tfemop&i t Oct 84 

The Saga of Erik the Viking . . 
a remarkable Adventure 3 a me 
it carries all the hallmarks of a Level 
9 Adventure -problem, text display 
and size of map- with graphics of a 
standard I have not yet seen beforer: 
nan Adventure/ 

- computer & i/rcjeo tiames, Oct 8$ 

1 i thoroughly recommend these 
Atl ventures, tfiey are excel tent 
value for money, no self -respecting 
Ad ve n tu re-add ict should be ■* \ 
wi th out them I believe Leve l 9 a re \ I 
producing a series of Adventures 
which should be regarded as 



Available from the hmv shop and good 
computer stores everywhere, if your local 
dealer doesn't stock Level 9 adventures 
' yet, use the coupon to buy them from us, 
or ask him to contact: centresoft, 
MicrodealerUK Lightning, Lelsuresoft, 
R&P. Lime Tree, PCS iSW, MCD r 
Wonderb ridge etc. 



I 



C0LO5Sfc_ ADVENTURE TfttMliil 

rmltifrjtw a-i^Yis. with to bonus 
rooms. 

ABVFN'URE QUE!>T An Hfiif.puzzte 
lojfnsv ihroupr Middle Eartn. 

DUKGEPtvAflVfNTI.ffF tfl [rtu£Ure&ta 
.'ira i£0 1 puzzles tic. soke. 

5.NDWBAL1 Immm&c Scifrituf Pttkm 
game wtnc^ /GOO locations. 

KETLjGN TO EDEN VEflecanari 
ad'«nture ;/im^r^j. cbm wind 
Spectrum sinm have 24 2 pictures! 

LDffCSQFTIME IrjgirflOvrTWri 
lhiut>qli W>iIl! Hisroi-i 

eeiktm: vikiwc: rsrrr.iv game for wi. 
CBW 6*1 hi *J 5|Jwl1 i Liin only All wltfi 
iftfj i prt-p.tf ps 



■T. iv.i-M 

£9.95 



□ 
□ 
□ 
□ 

□ 

□ 

□ 



Cftt£vl95 
□EC /CE-W^fl 



□ 

□ 
□ 
□ 

□ 
□ 




I ENCLOSE A CHEQUE/PO FOR £9.Q5 PER 
CASSETTE OR EH 35 PER DISK 

My name: . 

My address: 



My micro Is 

(one of those listed below with at least 

32K). Send coupon to: 

LEVEL 9 COMPUTING 

□ept 3", 229 Hughenden Road 
High Wycombe, Bucks. HP13 5P0 
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1fltD PROGRAM flECORP£R_ 



£34 





1D50 1 27KOSSK DRIVE 




4 



rj» 4 CDLQUH PRINTER 



£95 




LETTER QUALITY PRINTER, 



THE NEW ATARI 

A64K 
800XL 





EVERYTHING YOU WANT FROM A HOME COMPUTER 

b At^i *a)XL h&smsny latfhNes and inc ugbssur;Ii advanwd spec^trana I hat ycj will db amaiod by" Us 
i^ed p-nce j j1 <?iily £12^ <nc VAT fpr 3 «vjIE ap^lftoipOrl 64K computer wJitfo * proper Tull sfrpkg keyboard, we 



1 1 italic ns: 



ATAfSl S4K SQffl L - £12* The 

fmrlormante M Ihe tow MijflW priced orny 

belie v» mff me W0XL c*rwi* be be-Stf n Com pars Atari #m the corrpetilnon, iu*t look at these spot: 
COLOUR CAPABILITIES; 4 wMsa«) nlora.l -a filrtrtfl 25* d Haw*! (all Ottfifl tt* cdIul-S C*.n fc* rtisptil^d at IN ft** umri 

.".PFHaTiwr: ^Y«iTEM- 2-1 K FOM m=l jdnq *IWi R*^ prDmaiinnug li iguflge and a sen" csinqpidSl C ta^ pmgran 

-riui Anw ir □ can SuPieve *n nrEm* fer-gc d up tp nine Q«tBWOTl I 

m/pi *v. i * ,„ A ihic nocifs sfif 6 t." i noii-a. Uu Ic SIPrt?£ FeM LllOrt Msn-num 1r:-l diuplay 2-1 |. ise r*y cpiutnrjfl 

SrtCWl ™i iWfECplTED CUWlIlT* Snri* Stgrt^dliftW* Pn^far^nd^^i^ ^>fc lor -M^nrwlrfllant I/O llnp^Oulaut! 

ymoDLI cha<au7^ Tinvrmcnl Simple GptoW anMnamjn PaoillrlM 



VHOAMMMIhb FEAfUH^: tJu., ,-, *, f n Fte.k: p.oy.a-....^ tog^S i"]^ PW*. PO*e pnri plus a1 tort a jyih* lunula* j»rii air - The f ,.p 
^WMi&WZx^* pr^=S5 buE: for 6 .pan = iun M memory *NJ r^riphrral,. C«n|»alCE yUfeg rrtdrUtof ^nphfiral pon 1nr d»«: ^r.«l 

,0 Miri ^"dLi.d ^ f, ^'^ J n D ; i *; | ^ nduding ^ :eech» n £ prnnrarns w.l-i jriique ^ o«r r*fltfB o« pro S ran.a rfhckilfrt ^ducdL^. 

1-irre f* alW *PK (Alan Mtojram £xcft*nflfl] ard cr ccrj-ae Al*ri^ n*mpui En^rlB>nm*ii1_ saHwure *i 



SOFTWARE: QlAf 1 
Hun- if MaflWnn*fnE *„ Fr^gra r'n -j tf- 



£9 M li. addinon 1hnrc s a hOat or * gppurL m-U heJp flva^blr Irfln aPeC fli-Sl ftwi iragu-flda A\ -I f? and Analcg anc r m-n - ^ 
2. ATARI 400 16K GAMES WACHtNE - £3^ We have 5C v B r d l /Uar. 4Ct- gan^B ™i*lesrV»«^ 
racbridrtiort«c mndoi'. or For a ne*r macn.na Boih cctia wr.h 12 months rju?drfer,taa. The Alan an play ,.JI K»3fL HOW caTir.dge 
fiarvp-i and is ewvaniiablB up HO 43 K HAM Curtiputer upgrade ^ith BftitC Programmrng Ku (CW) opi.onai extra. , , 

1 atari 1Q1Q PROGRAM RECORDER - £34: Fur lOhV cosE atorag? rstrievBl casab My- Wto tian&rni^io^i $00 &aud. capabiMy 

Track oonfigur.M,,, Tacfc, 1^ ch*nn* 5 ,d gM ? u^). Auto r« ? rd, playback, p^« R 
contrul/urTuQue to jnd'through FacHily- EJuill in aiCic*n1fil eraa^re preventicn, iustintatic shutc-Fr &.nc1 □ oigillapc ^ftunter. 



A ATA HI trJSO DUAL DENSITY DISK OfllVE - El 391 d^s hOlni^n 137K 'and urn .y ac^ible bvtei p/wMfl d ^.^ x ^ Q J.?^, 
Ce^t-.iiy™ vSur ^Ol-BOO &r XL aystern *\lh «w 'hatplur DOS 3 AH customers whr> pufchasa a D*k Lkiva trwn SH.ca Shop wffl b« 
automalicaliy g?ve-= a F^EE aei oF 100 srograms 0^ 3 PiSkft recorded on both sid*s. 



c:ra^ab>|.ty. 40 Hilumn *idth printing a1 I CI 



5. ATARI mac COLOUR PRINTER - £«: P'iflSar *rtd PL^I'frr wflh lour colour giapMc print 
fharactl™^ ""one C 3 n prim 5. 10 and characters per mch, E4 character sizes Pr,nl s last m 4 ditf^on». Cho.ce o^ Un« Lypea. 

6 ATARI 1027 LETTER CRJALITt PRINTER ■ £24?-- Forward prrjC«Sinq letter In p*oFoS4.Kjr^ Cyp». Pr;n1 Ipfdd ol:»char$ pft sweona 

7 ATARI TOUCH TAG LET - £4* Enables you 10 draw and piml piduwa on youf T V tctttti, the lOuCh of a &tytu< 
& ATARI TRAK BALL CONTROLLER - £19-95: tnables w<*a? Moverrenl in *ny r>ir»ction anc adds arcane rea?i^m Id yftur ^emes ; 
9. ATARI 3UP£H CONTROLLER -i».95:Tiw ulUma^jOyali CK Mtfl^dajbaBfiraauilan to give you agr^^rcQmpeTitr.-pr^ae^Vg^^^ 

Silica shop are the Not atari specialist 



, m rrow f.rmtv ealaol^rirt ab 1Mb No 1 Ala,, ^tail/mail order wti wnc-lesale spet.alnvl In 1he U.K. We alrsady oHar our swjrtl^ 
^■ "^w^ Arnri Hume Computens. D^adBe w st»HteVa* "and wHh a turnpw r> £1 & 

™f ^r^^W^ lc£ £ bulk purc^. Ri^ ere or „,r 4, slil |, :1 we w. l b, &c rtz* * W 1o yob. Complex the 
coupDPbeiO'tf ar.d ■« It ae^d you gur Atan p^ck with uur Ifc pa^ ^ric? IW a^d 5<l cdIou' .::-talogue- 

EXTENDED TWO YEAH GUAR ANTEC: W« d.e 1» Al^n StrviC* Onrrn. )□ K:rvi« arid *6PRi' ton Bqj:(S«i*nl ,nnrt haw adUtd 5 W nDnln g..*rnnh^ la 
.-ar .^fe-B- by Mb" y.^ nn yau a lull 2 V»r gufe*ntBfl on ynur ntiw ^L L^M>4«Jlfc' 

SPEC WST SUPPORT; Our aKtMWll «ftp#l ^e ^aibth W IHB j*^^ 1o h E p e-n-rr ydu. We end^^i*. lu IK- -p ^or.W DT e«r, Atan 

-pTMtibie iiAn .is-ni obit in lhe U.K. and »? stock nv-r '5 Ajir books and ir>anuals 

ii-iFCi cjli E5 eewviCF- ft^vcu D^IWtt'^iW uipPWlHmni Silicfc wcoir will nurDrnUlcaHv MSdcJ la 'J'Jr n a^n 3 lisJ^.Qu MJ« «wn-W« PfJW 

^l^-.^r^d^t^r ,V* d-d C0-.T ::»t^..-:.„ ^11 a, =p.c JH J oHe.i *n »c ^u-M ^ S-:.ra Atan ^"P-^^i,., 

LP W PR IO£S: Our pr.,r> ihLOdP MT and a'e e^rr-nidy E ^.|»M W«i w.II nounaliy nw.h any | UWtfl ^ ^ onr rcd by *t,t C^l-ian 

» ut muPUTPn OWNFR3 CLUEfc TlvS * onnn Lo a I ftifi'i to^pulBT ovint'i .■M.^p^l-w, c J whert- yau p...rr.=n*md your equipmrnl. Mbmbiiihia 1= kll ■ ■ • • 

"u"^ P "T!^i™ H utl^ - B nd P d^. C . m — Sr-nd r,. 'u. y,., rHLL m^rmM-on p^k pne* ^ * C, aur co^UP 

NEST OA V DELIVER ? ■ FREE : A .1 gnnrJ, ceap*^** tr^rn S Htl 9«I«V V* *™Hy ,u %5 by R r*1 d*« P«1 >r pA^fi! ^ FREE OF CHANGE A»4 5p«HH ^r-lraduc .sry 
□IV - Kj-i" * limited peitiVJ nr y hvil ?sndng all Cowp 



lint', ard Disn Own rjv a rfl^1 day Sefiur.cor rifth-e y aerv-^e n- ^1*1 uwn «S*fer ». 



Sa'flM in Ihe ccupCjn ftei™ wilN 3 Merelure f>nqulr^or rkdef and IHflln to espepwieg 0 sprndalist AUri awloe trrfl la^KBfT^lg^^ 



SILICA SHOP LTD, 1-4 The Mews, Halhertey Road, Sidcup, Kent, DA14 4DX Tefc 01-309 _ 

ORDER NOW-OR SEND FOR A FREE COLOUR BROCHURE 



To- SILICA SHOP LTD, Depl WM1 02&5, 1-4 The Mews, Hatherley Road, ^ 

Sidcup, Kent, DA14 4DX Telephone: 01-3091111 

LITfcftATUHE REQUEST: , , 



□ Please tttPld me ycujr FREE coldUf brochures ard 15 pa^e price lisl on Alari ComputeJl, 

□ I own a Videogame □ I own a , 



Computer 



Mr/'MrivM»: 
Address.: 



Initials; 



Surname 



Postcode; 



U-HDCn RE-QUF9T: 



PLEASE SEND ME: 

D eoQXLfi4K Computer 

□ 4BO 16 K Qames Wachine 
n 1&10 PfOflram RBtarder 

□ 1050 l£?K Disk Drive 



E2&V1 j-y 

. . f 34 



_ 1020 ■« Co^OJJf Priniet 

|1 Leller Quail ily Prlnl»r ... 

□ Tduch TebleE h Cartridge 

□ Trafc Ball 

□ Super Conlraller 



egg 

£243 

. . . £49 



ALL PRICES QUOTED ARE INCLUSIVE OF VAT - PQ STAGE £ PACKING l» FREE QF CHARGE 

□ I eraclost Ch*q*ia/P,C-, pAyable la- Silica Shop Lirrilled tor *e S*!kpwinfl amouni E 

□ CREDIT CARD - Please d#tort my; 

Acofls i/Bafclayca rd/Vlaa. s 'AmariOTi EnprMS^Pinefa Clup Cgr^ Numbef . . . ■ » _ 



1 

I 
I 




james concept lor the CBM 64 

Play LAZY JONESand become the laziest and most skilled 
shirker in the HoteHxiSiness. Your hotel has 18 rooms most of 
which have their own computer game, Vou must play LAZY JONES, 
each game, but-avoid being caught by the irate 
Each game in the Hotel is displayed on a split 
4be first TERMINAL SQFTWARE game to incoi 

enriHqad. Rftp £7.95, 




WILD WAFERS 



99 RED BALLOONS 



Terminal Software Games 



are available from 



International 

Alpine - New 2-saland 
Karafcasii - Ausfric 
Ozisofl - Australia 
Softbyte — Finland 
S.F.I.D, — France 
Tin I - Sweden 



Retail 



Book 

Dixons 

Makro 

John MenzSes 
Smiths & all other 
leading retait outlets 




IMAL 



Distributors 

Bulldog 
C&ntrs$afi 

ESQ Electronics 
GM 

Gordon Howson 
Lightning 



LVL 

Micro Dealer 

R & R Computer Gomes 

Solomon & Pares 

Tiger Tradi.tr 

Twang 



Terminal Software, Derby House, Derby Street, Bury BL9 ONW. EnqLmd. Tel. 061-761-4321 



p 
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Energy comp 

Those of you chewing your 
nails, wondering whether 
you ve won the £1 ,000 first 
prize in our great energy 
competition are going to 
have Lo chew a little Jon^- 
cr. We hed a large a Lark of 
entries and judging them is 
proving a lengthy proee&s. 
We dn however hope to 
h a ve the ruy u lis next i ss u e. 



Wm Most si* "$ *'° strength P~l ? I* ot &t 



i 



An 4 the ne xtl *, 





•* "Watic about « c/o AO,»^X . " 



people trying >° WW « V eo ^ r ^ ^th. YoJ had to g.« us u ^ 

Sub a 9^ fr-S^SJ AWFUL, * ^ « bia ^e-bl^i^k^ 

riddles . and som* at mem h j WT?af £0&5 & ,C1C * 

fear of cioing you oU setf e + 'l 71* 

-■• II . . r_ * .-r U C fl 



J £K Goes toHoW^ ^ Butks} 

(Gsof*0<tg9 er ' B,acK 



Q 



^^^^^^^^ 
Tandy fl°*s- „ 

^ Ch; ^? t Z >< Poole, Dorset) 
(M Griffiths, Poo'* 

.The pedals. 

.A**rribe catile choking 
q, How do you descn w c 



£50 for W/ 




If! 



a. 

A. 



l Q. How ao yov 

a. «aw^^ . ^ ^^iS? SE5^«*" H ^ so S^ 

2h e5 r..'4; C*raint Andy Clarke, 



A Keif 0-' ol 7 ™" t.,;? 

a --";r:^ wrH ^gi ^a^^— ^^^^ 



3; Ker& at PCC we're always 
the Inokout for top- 
quality listing to publish in 
Prtigram Lfbraiy. What's 
nior^, we pav a hefty £50 tor 
Hie ones we publish ril j U3 t 
fiend us your game on cas- 
sette f for evaluation. You 
MUST also include youri 
name, address and phone 
number (if you Ve got one}' > 
a written or (pmSetablyl 
pnnted listing of the pro' 
gram; some notes on how 1 
the program waits; and an 
s.a.e if you wani the cassette 
returned. You must also 
include a sign**] dedara 
uon that the program is 
yuur own original work, i 
and thai it has not been 
submitted to any other putj- 
Jicatifln. 



Well?? What 
waiting for?? 



etre you 
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RELEASES 



MIRAGE TRIO 

Mirage software are a new com- 
pel n^ r with three new games, Oil 
four machines. 

Counts Castle is an arcade 
adventure for the Commudure 64 
which is compatible with the 
Currah Spaeth 64 and will retail 
for £5.95. Hurrah Henry m a "SD 
adventure with 30 screens for the 
Commodore 16 and Plus 4 r Cas 
tte titeyskittl will be for the 
Spectrum 48K and b also a 3D 
adventure selling for £5,95. 

MATCH POINT 64 

Piiorrs ace Spectrum tennis 
game Match Ptjhn has been enn 
verted for the Crimmodore 64 
and is in the shops now. The 
game has all the features of its 
Spectrum forerunner, with a 3D 
display and virtually all the shots 
of the real thing. 

On the BBC, Psion are releas- 
ing a new arcade game - S'rarjx. 
Players have to outsmart danger- 
ous electric charges and even- 
tually gain control of the whole 
screen. Both Match Point and 
Statix cost £7.95 

MORE YANK WARE 

Ariulayuft are another new com- 
pany marketing LIS gun its in Uiu 
UK. Thdr lirst 12 games are all 
for the Commodore 64 and were 
nriginally written by Bmderbund 
or Electronic Arts in the States. 

Amongst the run^e are two 
former US [lumber ones Choplif- 
ter and Lode Runnur, plus Spe- 
lunker, David's Midnight 
Magic Raid on Bungeling Bay, 
Hard Hat Mack, One on One 
and Realm of Impossibility for 
£9.95 on cassette and £12.95 on 
disk. Fuur other games Opera- 
tion Whirlwind, .Murder on the 
Zindgrn&Ltf ? Archon and MULE 
cost £2.00 more on both cassette 
and disk , 

Each game released before 
May will contain a free voucher 
for hard wan- disco Lints. 



WILLY THE WONDER 



or '8a 



Here they are, the biggest selling games of 1964* specially compiled fur PCG+ 

Several of the titles stand oul from the rest as big sellers on more than one machine. The 
real monsters were Jef Set Willy and Daley's Decathlon on the Spectrum and '64, while 
Hunchback appears on four of the charts, Manic Miner. The Hobbit. Football Manager 
and Elite also made large waves although some of the games released later in the year 
have not had time to make inroads into the year's figures. 

The Cuthbert games and Chuckie Egg were ahead on the Dragon while US Gold 
dominated the Atari scene with Zaxxon leading the way. On the Vk 20 The Wizard and 
Princess held off a late challenge from Perils of Witly, and on the Qric, Harrier Attack was 
the year's biggie, 

Ultimate only appear via Sabre Wulf and Jet Pzo r but thdr current releases are rapidly 
rt dressing that and may well dominate next yearns charts. 

These lists were compiled for us by KAM/C the company which works out our monthly 
charts. They cover sales up to the beginning of December, 1984. 

SPECTRUM 



1 JETSfTWtLlY 


SOFTWARE 




PROJECTS 


2 DALIT THOMPSON'S 


OCEAN 


DECATHLON 




3 MANIC MINEE 


SOFTWARE 




PROJECTS 


4. HKHfiAUMAMiGEt 


ADDICTIVE 




C-AHES 


5. CHEQUERED FLAG 


F5I0M 


6 HUNCHBACK 


OCEAN 


? sahewulf 


ULTIMATE 


6, FIGHTER PILOT 






INTEGRATION 


9 Honrr 


MELBOURNE 




HOUSE 


10 FUUTHiOTTU 


NCWMGA 


COMMODORE 64 


1, 1EACH HEAD 


IS GOLD 


} DALEY THOMPSON'S 


OCEAN 


DECATHLON 




]. INTERNATIONAL 


COWlODOIIf 


SOCCER 




4. FLIGHT 737 


ANIROG 


5. MANIC MINER 


SOFTWARE 




PROJECTS 


6 HUNCHBACK 


OCEAN 


7. HOBBIT 


MELBOURNE 




HOUSE 


6, MONTY MOLE 


GREMLIN 




GRAPHICS 


9. JET SET WRIT 


SOFTWARE 




PROJECTS 


ID SOLO FLIGHT 


USGOtD 


DRAGON 




1. CUTHUIT (Serai 


MICRODEAL 


2. CHUCKIE EGG 




S. THE KING 


MCRODEAl 


4. NHG OF DARKNESS 


wintcrsot 


5. HUNCHBACK 


OCEAN 




6. HUNGRY HORACE 

7 FROGGER 
t UGH 
P. KRJEGOTIL 
10. SPACE SHUTTLE 

ATARI 

1. IAXX0N 

'% CAVERNS Of KHAFKA 

3. POLE POSITION 

4. SOLO FLIGHT 

5. FORBIDDEN FOREST 
4, ENCOUNTER 

7 BRUCE LEE 

B. IHCREDtiLEHULK 

9, RAUETSPflDWY 

10. O 1 R1LET S MINE 



MELBOURNE 

HOUSE 

tilCROWAL 

SOFTEK 

BEYOND 

WlCRODEAl 



US GOLD 

COSMI 

AT.4H 

NOVAGEN 
US GOLD 
ADVENTURE 
INTERNATIONAL 

ADVENTURE 

INTERNATIONAL 

DATAS0FT 



1. EU1E 

7. AVIATOR 

3. FRAN! 

A. FORTRESS 

5. MICRO OLYMPICS 

A. CHESS 

7. FOOTBALL MANAGER 

JETPAC 
5. NIILEN &0GILU 
10. 3DD0MI ALLEY 

VIC 10 

1 WIZARb A PRINCESS 

2. PERILS OF WILLY 

3 CHAtlOT RACE 

4 CRAZY KONG 

5. FLIGHT 737 

6. JETPAC 

7 SNOOKER 

t, COMPUTER WAft 

9 MiJ,AXLT r 

10 VEGAS JACKPOT 

ORIC 

1. HARHJEI ATTACK 

2 HUNCHBACK 

3. HQftlFT 

4. SCUBA DIVE 

:■ MACULA'S REVENGE 

ELECTRON 

J. EUTE 

2, MICRO OLYMPICS 
1 BLAGGER 

4. 737 FLIGHT 
SIMULATOR 

5. CHUOQEEGG 



AC0RNS0FT 

ACORN&OfT 

AARBvAKtt 

AMCCW 

DATABASE 

various 

ADWCUVE 

GAMES 

ULTIMATE 

WICROPOWER 

SOfT INVASION 



MELBOURNE 

HOUSE 

SOFTWARE 

PROJECTS 

MICRO AI^TICS 

WTERCEPTCW 

ANIROG 

ULTIMATE 

VISIONS 

mORNEMI 

LLAMASOfT 

WLSTERT«0NICS 



WJ^ELL 

OCEAN 

MELBOURNE 

HOUSE 

DLRE.L 

&OFTEK 



ACORNSOfT 
DATABASE 
ALLEATA 
SALAMANDER 



A*F 





coieco JOYSTICK 



Ttieie's same snmzy zapping ahead for 
the wiiiK^rs <>f Nwember*fi sci-fi joys- 
tkk com |>. 

^jITiftjrne WeJk: Fred Vound Duridte; A R 
fi^rton, flq-ei:. M D Fkidter. Chipping Norton.; 
Robert BorthHick, HtirMttdt:^ Thco Cohen : Fln^; 
ihlcj." Gw^un Lnvt. bondun, Paui Bui ton, 
Durham; Naihan Rumttc. Cumhria; Jason Ash tun, 
StitfTitld, Cliiiflnphcr Hose. <;arnl^ CSeruld Pft^t, 
M BadcSesk'y.lLsifnBeim. un; Michael Jones, 
Lsrw;*; Michael Itowdiich. Ytwril Ian Sturgeon 
Suffolk; |uU a tl HBmmond. Herti, Paul Haslani. 
Rtadford, N Fok, Chelciisford; B M CliA.ti, HurFiley: 
Otirrt-nOLLwIev. N Ireland; Nigel Hood, Dcretham: 
Mrs 1>M Price, E.iurnwLill, hieil Pearson, Wnrlhiftg: 
M nil in SpclLer, Si lve&. 
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tw&i Mtm ft« Miirtt flirf, piny Ac 

mitt* tjtim - Ocean faya *ig«#l a «W T o pro*tt* ifce lint frarAi* 
HflHy^wrf me$m* pregnm 

tW gp&a Ji exjtwtid je be kind ftrtfenture yvtfh musk r but 
details faro yet be finalTse& It's stilt in Its embrywit stage*', swt 
Unfa Pwtr tige <if idhmi fecMs , awe *? the partners m Ik project, 

%t h expected be owlfaKfe in At fpriiij tor both SpeHtum 
ami GwtmodorE 64, 



fJVSIOf 
Af/5 



Frederick Forsyth' 5 besi- 
selling spy novel The Fourth 
Protocol is Lo be produced as 
an adventure game by HuLdi 
inson Computer Publishing, 

It's due Lo appear in late 
spring and should cost 
around £9 There will be three 
main episodes, each of which 
will end with an arcade sequ 
ence. 

The player takes the; role of 
the hook s hero and begins 
the game silling at his compu- 
ter in MIS headquarters, 
From then on it's a bat lie 
against all surts of evi l enemy 
agents. 

The game will be released 
simultaneously on the Com- 
modore 64 and the Spectrum, 

NEW 

BEEBSTICK 

Kenipston have introduced a 
BBC joystick to their ran&e of 
micro add-fms. ifte BBC joys- 
tick is similar in appearance to 
the Competition Pw and plugs 
directly info the Beeb's ana- 
logue po rt, it costs £76. 95. 




NEW UNMUSICAL EX- 
PRESS 

That prolific programmer Tony 
Crowther has produced hvo 
games foe his new company 
Wizard, which will be sold 
through a deal with Quicks ilva. 

Black Thunder is very similar 
to Suicide Express, the changes 
being thai the vehicle is a car and 
not a irain arid the music is 
worse. The game is available now 
(or the Commodore 64 and retails 
for £7.95 on cassette and £12.95 
on disk. 

Also being released under the 
Quicksilva name is a game called 
Gryphon which features said 
mythical beaat in another scroll- 
ing shoo I 'em- up You have to 
collect gold bars amidst the nas- 
ties and [he detailed graphic 
scenery, 

NEW CYLON ATTACK 

Cylon Attack p A&Fs sue 
cessful 30 space blast, sfi far 
only available on the BBC 
and Commodore 64, is now 
available on the Sinclair 
Spectrum. The Spectrum ver- 
sion is called New Cyton 
Attack, and contains features 
not found in its predecessors, 
such as animated background 
graphics and agreaLer diversi- 
ty of enemy ships. 



r 



TRAMIEL I ALUS TOUGH 



Here il is. the face which is 
striking fear into Commodore 
and prompting talk of a massive 
Atari revival, It belongs to 
chunky; fast -talking Jack Tra- 
in i el who left Commodore to 
buy up its ailing American rival 
and has now thrown into mo- 
tion a dramatic action plan for 
1985. 

Atari arc to launch a range of 
new home computers including 
64K and 126K machines which 
will be compatible with existing 
software, 

The news follows hard upon 
yet another cut in the price of TranticLart uttemplinftto make 
tfie 80(1X1 - this time if s gone a big comebatk in the home 





down from £169 lo £129 

It all suggests that r- 
under the dynamic leadership of 



ELITE ON SPEC 



Spectrum owners will soon be abb to get their paws on Elite, the hit 
BBC gome, now that Firebird have snapped up the Z8Q rights to the 
gome. 

Firebird hope to change the gome on little a* possible in 
converting ii and predict that me Spectrum version will be in the 
shops by late spring. An Arnstrad version should be available 
shortly after. Firebird have not yet committed themselves to 
producing an MSX version. 



computer market. At » recent 
London press conference Tra- 
miel claimed he had already cut 
costs at Atari by 50 per cent. He 
went on to explain his market 
ing strategy 'The religion which 
I huvi: is as soon as 1 have that 
saving T pass it on to the end 
user. 

Tram I el says he wants to make 
'computers for the masses 1 and 
insists thai 'computers arc fun'. 
So what about games? 

The only new release Atari 
were willing to confirm for enrty 
19R5 was Atari Pay Off, a 
graphic adventure which wilt be 
available on cartridge. 

Viper 
sssssslithers in 

N*w software h Viper are 
beg inn i ng their ccmpci gn with two 
games on the BBC StM and Uliran. 

Uftron h modestly described as 
'the last word in shoot-'em-ups' 
while StM is ph arcade ackenrure 
with over 70 screens 

Viper have alio acquired the 
rights, to existing Visions, titles end 
hope lo bring Out an enhanced 
version of Visions' Snooker. 



HERCULMS 
COMPETiTfON 

WINNERS 

These lucky people each win 
a copy of the great In tcrd be 
game, 

Simon Pearson, Mario*; Andrew 
Evans, Nprfolk; Suott Weeks. A_vtes- 
btirv: Tmiofiiy Chadwiek H udd-ers- 
fSei& (inry Sifldftit, Kn\U Jean Stt- 
wnrH. 3ttrtlan<k Steven Bonner, Lon- 
don; Neil Pearsnrt, Worthing-; Gary 
WiUEin, T^Fie and Wear; Sion Gibson. 
l^igh brt Se^J^Wi Spar***, ftfix 
slqwe; Joiiies CiMlij Cannock; Gary 
Brnwn. i jiisarkfihire, Laurence 
HiitcttiB*, TrLng; Cart W'ysi^l, Bifrfi 
ing^^^i G^riw Spiers, fi^ini'^; JftJm 

Noniio^t; Mark Brwtr. d^^Kti^gton; 
T Gotdin^^ 1 , StrtyUy- Andrew Boy- 
'.GwtMii, Kitit' Cameron* Cum- 
bri^- Stenticn Cafbq-. BLntiL^^sartv. 
Michael Rranson, Car^irf F Kevin 
Hownard, l4fe; Roy Peter5 : CSpi; 
W R Boh, mytcwuth^ C Sjmepn, 
Uirsdon; Kkbjtnl Wcdib.. K^mp&tt-r- 

^Vnttr^w McTaviah. Morayshire: Ian 
NMtitfm \ Peel, . Isle- yi Man.. David 
Farti^ 1 MEddltrsbrotigh; C J Wlttw. 
; "^Eitdiam; -AdriAtt Basset Sheffield; 
ft A>Tt«ji, -Hli clou-; Sinion Middie 
diidi.j.H^wMiuh Buckley, l-ludds- 
gttli^cn Longwoith, S^NJli Thci- 
rb^ Tav-lnr Leigh; Art^ 1 Higgs, Pur- 
ley; Hain^-Somersefc Adrian 
Waifton, Slfjcktpn; A Craig, GEcb^Ow: 
Matfe Taylflr; tm.%: Stephen !%ti. 
Eniid± Nij^l Brown Chip«t^E]: A j 
CarfMTi^hL Biinbun-; Jfoho W^^fitftn. 
Tt5fuixl, Lee Browi, Ls>fldon, 
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Ultimate secret 

One of the unanswered ques- 
tions of 19K4 was: why didn't 
those imaginative geniuses at 
Ultimate ever get round to 
eon vcrti ng t h cir Spectrun i 
hits to the Commodore 64 
and make themselves a bob 
or two, 

Whispers have reached me 
that such conversions could 
yet arrive later this year ... but 
they won't be made by Ulti- 
mate. 1 must say no more 

Ocean v 

Software Projects 

Very strange. All those Soft- 
ware Projects ads promising 
Hunchback at the Olympics 
and for weeks no program 
arrived, Ah. but I can reveal 
the reason for the delay. The 
Software Projects boys had 
been dragged to London's 
high court by Ocean who 
claimed rights to the Hunch- 
back character. 

Finally, Soft wart; Projects 
agreed to pay a hefty whack 
For the licensing rights, clear- 
ing the way for the game to hit 
the market. 



Express car 

Wonder programmer Tony 
Crowther just can't keep out 
of the whispering circuit One 
of his new releases distri 
buted by Quicksilva for his 
new company Wizard, looks 
astoundingly similar to 
Suicide Express which he 
wrote for Gremlin Graphics. 
In fact it's identical, except 
thai the train has become a 
racing car, the music is diffe- 
rent (less pleasant to 
Horace's ears), and it's called 
Black Thunder. 

Surely Gremlin might Lake 
Offence* nr even legal action? 
1 don t thin k so, 7 whispered a 
gremlin. 'We'll let the market 
give its own judgement on it I 
think Quicksilva might end 
up with a lot of unsold 
copies.' 

Eureka sandwich 

Browsing through The Times 
the other day I came across a 
little advert that tickled my 
fancy. Here it is; 



SANDWICH BOARDMAN 
REQUIRED 

For Sw tnJ tif tft* wtrt± 

Mutt liki dogt ind whit tftfy do. 

EUREKA! 

Th* Ho 1 compulftf gimf. 
Contact 01-W1 



How strange, I thought, 
Why should a umehtxly adver- 
tising a computer game need 
to like dogs and what they 
do? What do dogs do? The 
mystery was cleared up when 
one of those poor : underpaid 
scribblers on PC (J phoned up 
to apply for the job. £30 for a 
day wearing a sandwich 
board in central London 
sounded like a good deal to 



TOBY AND THE PROF 



him. 

'But why 1 , he asked , "do I 
have to like dogs? What do I 
have to do with them? 1 Oh, 
nothing^ replied the charm- 
ing young lady at the other 
end, if s just that dogs like to 
- er - pee on sandwich 
b oard s, don't t.h cy ? ■* 

Our impoverished journal- 
ist made his excuses and beat 
a hasty retreat 

Horaee suspects that dogs 
arc probably very choosy ab- 
out the computer-gaine- 
ad vert i sing sandwich boards 
they pee on. 

Exploding Beebs 

Horace is all in favour of a 
merry jape or two, but when a 
joke leads to a poor defence- 
less computer being drown- 
ed, things have gone too far, 

A BBC user magazine re- 
cently printed a piece of jocu- 
lar advice to the effect that if 
the machine printed a certain 
error message you should 
Take your computer im- 
mediately to the dealer as this 
indicates it is about to ex- 
plode, 1 

Now il emerges one lady 
gave her Beeb a good soaking 
before taking the sodden 
lump back U> the dealer. 

One sympathises deeply. 
Some magazines sceni lu 
have no sense of responsibil- 
ity. Rut then some people 
seem to have no sense of 
humour. 



Frank! e gees legit 

jolly super to see my favourite | 
pop stars, the fab Frankie, 
getting into computer games 
with Ocean. Would the game 
be as controversial as the 



By Phil Elliot 



* WkTH THE AIC Of THE 

PROFESSOR'S FLYJN& C^AFT 
IT'i PD5JI3LEL 10 ADD AN 
LXCITING NLW 

UP : 




_■ 






records? 

'Oh, no, 1 said the lady from 
Ocean's PR company, it 
won t be rude! 1 Why not? 
Horace wondered, 

'Because we have to sell the 
game through WH Smith/ 
came the reply. 



Hippy Minter 



psychedelic 

Jeff Minter's latest offering is 
called Psychedelia and is in- 
tended to blow your mind - in 
the nicest possible way. 

It's not exactly what you 
could call a game — no shool- 
ing, killing, aliens or high 
scores. 

M inter himself describes it 
as 'something like an interac- 
tive fireworks display 1 which 
sounds pretty hairy, hut is 
really a lot more peacable~ 
'It's a sort of light synthesiser', 



1 'jM. ±1 i hWL ■ J-J kJ-K. JL □ I I k.J t M- 

game you can describe - 
you've really got to see it,' 

Psychedelia will be avail- 
able on three machines - 
Commodore 64„ Vic 20 and 
Commodore 16 - at normal 
Llamasoft prices. 
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South lank Hon** Bfeclt Prtno* toad 
Tel: (M) 9«7 0S73 v 



System 3 Software 

PRESENTS 
Multi Arcade Activity 

From America 




UliTlflllUTQG* Mi*ad£Qlef. Tig*? Pislrt/ulien and Csnfre S 



At the i(artfljp&h line you strop an yjCur helmet, chock you 
Iftiirumfrnljl^ijn your engine and Afijs onto Ihe course. 
Through tp comers, up In* hiljsJfifo ftie ruts and down i 
slTaiahlrfau manoeuvre lw pcwon and Iry to beat (he 



L'lLt I |[JM 1 1 111 If i -■ J| I. itl»H|=i'J -1 



of il, And q f ew joJ A loo! 



Who soya campers jfon't Hire to g+>t dfcrhf? 



Fighleroif-crcfi.IiirlacfrlCHiir missite*. Haiicopl&r gunshli 
The attacks carle Irom every direction. 
Even iToni taftifd 



HOW TO ORDER 



ro purchase any 4f ths olwwgamas, smipiJirfJ in your name and addre$$on a pi?J<? oi paper, &nclo*pny your i 
mado poyafclo to: SYSTEM 3 SOFTWARE land posl to the address below, Please Alldvv 7 1o !4 day* for dollve 
/ Owsv-Q'* Ordsfs; Add S1,QO per game ordtrrad. I 




System 3 Software 

South BanB House, Black Prince Road, London SEll 
/ Tel: (Oil 587 (5673 1 
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KNIGHT LORE BUSTS THE GHOSTS 



THii TUSShF. fur the top is really fierce but despite 
Ghostbu tiers' strong challenge Knight Lore has indeed gone 
tu number one as Ultimate predicted last month. This month 
they were confident enough to say 'Wait till Alien 8 comes 
out. it will blow everything else away-' 

Strong words indeed, but it looks like they may have 
company from Ghosthusters who have shot Lo number two 
purely on Commodore 64 sales, Activision were "were 
absolutely delighted' and look forward to it going to number 
L' With" its release on the Spectrum Lhat's justifiable 
confidence. 

The shake up at the top of the charts continues with 



Doomdark's Revenge, Booty, Shoo I Daze, Backpackers 
Guide and Staff of Karmth all roaring up. Pyjamarawa also 
continued its upward climb, while Underwurlde slipped to 
number five and Daley's Decathlon and Elite also dropped 
cine place each , 

Software Projects' classics Jet Set Wi lly and Manic Miner 
keep on yo-yoing with jS W disappearing but MM popping 
back with equal shares on four machines. Also benefitting 
from multi-machine sales is Return to Eden which is spread 
over five micros. 

Next month's number one is anybody's guess -but you can 
bet Ultimate will be going for a hat-trick of chart toppers. 
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EDUCATIONAL 
PROGRAMS FOR 
THE ELECTRON 




EDUCATIONAL 
PROGRAMS FOR 
THE ELECTRON 

Ian Murray 

Educational Programs for the Electron 
will allow Electron owners to put their 
micros to work, immediately. All the 
programs are fully documented with useful 
tips and provide an insight into 
programming techniques. 



Available through your local bookshop or 
experience any difficulty please fill in the 
coupon below. 



ORDER FORM 

To: Gill Small, Tlptree Book Services Ltd, 
Church Road, Tipiree, 
Colchester, Essex C05 OSR 



Please send me copy/copies of 

EDUC ATI ON AL P R OG R A MS FOR TH E 
ELECTRON by IAN MURRAY at £6.95 per copy 

I enclose my cheque/postal order f or E 

(cheques should be made payable to Tipiree 
Book Services Ltd) 



SUBJECTS COVERED INCLUDE: 

History 

Economics 
Art 

English 

Mathematics 

Physics 

Chemistry 

Logic 

Computer Science 

The majority of programs have been built 
around a games format so they are always 
informative but fun to use. 



illustrated 



208pp £6.95 



Please debit my Barclay card' Access account 
number (delete as appropriate). 



Account number 



Name 

Address 



i IH ir" 1 



>-< ■■ ■ ■■ " ■ 



111 ,!**.•■■■■**« 



Sig ned - . . .— ----- - - * 

(Home address please if paying with a credit card), 
Ptease allow 28 days forrnhvery. 
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Commodore 64. available Now 



0© 



Steer our hero TROGG the cuddly caveman, 
through 96 reversible levels of dangers — Occasional hails of descending 
daggers, heat-seeking balloons and the evil BUNY1P will cause you deathly 
problems; But don't worry — your trusty yo-yo and off-screen action{i\ will 

win you points and keep you going. 




SCRUBBLY guardians, HOOTER 
POGLET and others will give you a hard 
time, and the better you are, the nastier 
and more unexpected the surprises in store 



5 "■' ' • ". 



FRRH! 

. ' — : 



■ ■■ ' i ' ' ! 
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96 LEVELS 




FRAK 64! Grand Master Challenge: 



Send us your name, address, hi -score and code, and we will enter 
you In our prize draw for the top score in '84 - details on request 

Mailorder or Dealer Enquiries... 

State Soft Limited 



StatesofT 




fin.inP^ & Technoloav Centre Bessemer Drive STEVENAGE Hertfordshire SGI 2DX Tel: (0433) 317583 



COMMODORE C-1 6 
AND PLUS 4 
SOFTWARE 
STARTER PACK 





CLIMB-IT 
HOPPIT 
SHOOT-IT 
MUNCH-IT 



AVAILABLE NOW FROM LEADING 
COMPUTER STORES OR DIRECT FROM 
TYNESOFT FOR £14,95 

INCLUDING POSTAGE & PACKING. 




* J' 
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COMPUTER SOFTWARE 



INDUSTRIAL 
TYNE & WEAR, 



„ BLAYDON-ON-TYNE, 
,: (091) 414 4611. 



DEALER ENQUIRIES WELCOME 
OTHER EXCITING TITLES AVAILABLE SOON 



BYTE-BACK 



SAM A NTH A HEMENS replies to u **lecti»n of iitter^roiM ov w 
hearing from y*u, even though we can't always give individual r*pli*» ■ WMte to: Byte-back, 

Ptftonal Computer Games, « Oxford Street, London Wl A 2HC* 



Mistaken identity 

If you sent Krcmen a Jetter T 
my mum sent it back to you 
She did (.his because that is 
my nickname and she does 
not know it, 

[ have only just found out 
shes done this. When my 
free mega-tape was posted 
this morning she said: They 
keep sending Kremen letters/ 
so 1 said, i am Krcmen, it's 
my nickname, 1 and she told 
me a letter arrived for me but 
she d posted it back with 1 Not 
known at this address' on it. 

If you have the letter, 
please send it to Chris Wel- 
lington instead of Krcmen to 
save confusion. Sorry about 
this. 

Chris Wellington, alias 
Kremen, Baflringside 



No need to say sorry Kre ... 
Chris, it gazte us all a good 
laugh. Well remember to 
address (hose elusive letters 
properly next time, but you'd 
better warn your mum ifyov 
pfem to use a nickname I 
again, eh? 

Pipeline unblocked | 

1 read a couple of months ago 
that someone was slucfc in 
the pipeline in Monty Mole. 
If you've not managed to get 
past it yet, here's how to: 

On screen 15 there's a pipe 
coming down to the bottom 
of the screen, [f you gel on 
this pipe and go down to Ihc 
bottom, the miner's truck just 
goes under your feet. Next 
time it come$ along, yon run 
along on top of it and jump on 
a pipe on the next screen. 

After that, collect the coal 
from that screen then get 
back on the truck and jump 
off it at the end of the screen 
so you can land on the pipe 
and then collect the coal. 

Miles Home, Fordingbridge 



A SAD FAREWELL 



IVe just changed (upgraded is 
not the word) from an Oric to 
a Spectrum, and before smart 
alec Spectrum owners start 
pointing fingers and saying 
told you so' let me make it 
totally clear that in my opin- 
ion the Oric is a better 
machine with better facilities, 
hardware-wise, but my opin- 
ions on the company and the 
firmware are unprintable, at 
least in a family magazine, 
and for risk of being sued for 
libel! 

But, IVe been in this crazy 
world for some years now, 
since before Sinclair was a 
household name, and while 
some people were still 
balancing yoghurt on early 
ZXSO's. AH 1 can say to peo- 
ple new to this thing is flop- 
py's first law: Software 
Maketh Hardware.' 

The Spectrum may be a 
cheap and nasty piece of rub- 
bish with a tacky keyboard 
(this goes for the Plus also), a 
lousy beeper (likewise) and 
colour limitations, not to 
mention the toytown Basic. 
But some of the software 



available for it is far superior 
to anything available on more 
expensive, better made and 
equipped machines (well f 
almost). 

Take Psion's Scrabble, a 
conversion from a disk-based 
Apple 11 program to a 
cassette-based S pectru m 
progmm h converted and im- 
proved to a machine which 
costs almost ten times less 
than the machine the original 
ran on. Pretty impressive, and 
nice to watch as well as play. 

And finally, 1 hope you do 
not fall into the same trap as 
some of your competitors in 
catering purely for a teenage 
readership, as that tends to be 
incredibly patronising to old- 
er readers, i.e. those over 20! 

The Doppelganger, 
Ilod wo rill 

We'll carry on writing such 
sickemngly adult pieces as 
per normal, whilst the Ed 
concentrates on those pieces 
to be read by the 5's and 
under. 
OK Doppo? 



Special delivery 

Thought I would drop you a 
tine regarding an excellent 
service supplied by Digital 
Integration, who produce 
Fighter Pilot for the '64, 

After securing a copy of this 
game from a Spectrum outlet, 
1 found that iL wouldn't load, 
so I rushed back to the shop 
who Informed me that it was 
their last copy. Desperation! 
Td purchased the tape as a 
birthday present for my son, 

So, unimpressed by all this 
1 phoned Digital Integration, 
who immediately offered to 
send a copy first class post. I 
pointed out that this was very 



good of them, but there was 
an excellent chance it would 
not arrive on time, since the 
following day was a Saturday. 
They then supplied me with a 
handful of Spectrum dealers 
to telephone, none of whom 
were particularly helpful. 

After many phone calls I 
still cou ldn'l secure a replace- 
ment and once again phoned 
Dl. Where do you live?' Lhey 
asked. 'We have a program- 
mer who goes through Water- 
loo. He could meet you. h 

Fortunately, 1 live close to 
Waterloo, arranged the meet- 
ing and was able to produce 
the birthday present on time 



with Best Wishes from Digital 
Integration. 

MrR Sharp, London 

initial confusion 

What I'm writing to tell you is 
that the initials of my rugby 
teacher arc JSW I can just see 
Miner Willy leaping from 
platform to platform throw- 
ing rugby bal is at the nasties! 

Benjamin Bowden, 
Leicester 

I'm sure your poor rugby 
teacher's had to put up with 
a tot of stick from you lot 
about it But what else does 
BB stand for? 



Nasty bugs 

Who do Software Projects 
think Lhey arc? Here 1 am, a 
proud owner of a Commod- 
ore 64, laughing at puny liltlc 
Spectrum owners, because 
their programs are so bug 
ridden - mostly at the noto- 
rious Jet Set Willy and its 
Attic bug. 

1 tell my Spectrum -owning 
friends that C64 programs are 
faultless, but what happens? 
You've guessed it, SP replace 
JSW on my machine, and 1 
find to my sheer horror and 
disbelief that the C64 version 
is also impossible to finish. 
Not due to the Attic this time, 
but the Wine Cellar. Yes, 
that's right, you can't get to all 
the objects. 

Someone should do some- 
thing about these fiends, IVe 
wasted my breath, but most of 
all, my hard earned cash! 

Steven Cranston p London 

Bold pirate 

The main issue of my letter is 
piracy It seems that some 
software houses believe that 
Turbo Loading is the ultimate 
copy protection, 
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Frak! 



from better Dealers 
everywhere 






Aardvarfc's aartful graphics 

game on the Beeb. 

Aardvark Software, IftO Ardleigh 
Green Road, Homchuich, E-ssck RM L J 




M EGAS AVE FANTASTIC SAVINGS 



SPECTRUM 

fio end s Ftet Race ... 5.90 
KemyStiikua Ba-Cfc.... 5 .90 

Aliens .„ fl.SO 

Skooldaze 4.95 

Potty P»yuoii ., 5.55 

HSVOC-, 6.6-5 

Sir Lancelot 4,55 

Star Sinks 4,95 

Drwe-in 4.50 

Super Mult 5.55 

Mutant Monty 595 

AirWotf S.95 

Pitfall M , 6.65 

U^cie-'wuMXJe- fi.5Q 

Knight Lore 8,50 

Doomdark's 

Revenge. S.5Q 

Combat Lynx., 7.85 

Amet fcpn FgqitigU. . .. fi .50 

Greet Busters 8.75 

Travel Trasl irria.1 . . . 4.95 
backpacker's Qgiide 

Eureka. 12.95 

Th* Great Space 

Race 12.35 

Kung Fu 5-85 

2omb* Zom&ie 5w&5 

JsEpef SwflS 

Lod&Runnar 8,50 

H^iamarama 

Asironui..... 4,&5 

IddteKiddJumpC. . 5.B5 

Saute Cars &.as 

Turmoil 5,85 

BatlbeZone .. 5,95 

OarathJnn {Daisys) 5.88 

DanqermausG 5.55 

TirNaNog &.50 

Fall Guy 5.95 

Sharbuk I *Olmes ... 12.95 
bfjp&Ftijkl jrf Aualnrt . 5.95 
Steve Davia Snd€^&r 5.95 

suanosLoop 4.95 

DarkRrar . 6.50 

Full Throttle 5.95 

JfikSfr^Miv -l.ttb 

SabraWuir 8.25 

Beach Head €.95 

Lores CM MicinionL. . &.50 
Tornada Lew Lbvu . 4.75 



Monty Mole 5.95 

World Cms .. ii.^S 

Psylran,. ».,- ~650 

Frank N Stein ....4.95 

Fr$hterPik>t ,640 

Rafifiriallifln £ t fi5 

Aulnmenia. 5,75 

1 Kinadcffi Valley GjflS 

KcarnicKartga 4.95 

Foolball Manager. 5-45 
Valhalla 11.00 

RivarRaid 6,85 

Hero 

Ktfkoram Wilf 4.S5 

Dels EjiMarthna... 12,85 

Wh^le Ligninmg 12.50 

Dav-Pac3 10.50 

TaAwCdll 11.75 

Hampsled 8.50 

Wilches CajiikJrun ... 5.85 

Match Day 6,85 

Cyclone _. 5.82 

Blue Max fr85 

Gin l\ cm the Gods.. .«0 

Hunchback \\ 5jBG 

Rally driven H-50 

1 i|irit1a. B.BS 

PudPud 5.90 

Bculderdasf EJ5 



COMMODORE 

Tappo' H-.SO 

UiueMa* S SO 

EUrle'Kamadi 8.50 

PsiWarror . fi.50 

Fighter P»iat 8.50 

Quango 5-B5 

Polar-ds ftst Race... 6.90 
Kong Slrik&s Back . .. . €.90 

Sp/V&Scy mm B.50 

I! •:,:>. in niter 6.85 

Caecum Warnor B.59 

Sairi^OMhe Stone... 12.95 
Alice in Video Land... S.50 
Edd * KicWJump. .. fi.ftS 

Wolocross , 6.85 

SuirioB S[rika..... ai ... 6.65 
JuiCC 6.B5 



FREE POST 



PLEASE STATE WHICH MICRO 
SEND CHEQUE. 1 P-0. Trj 



Shootthe Haplos 6-B5 

Rwag 7,75 

Indiana Jones B-50 

CooartlneGartjariar &.S0 

Jel Sel Willy 6,85 

Zajfxon 9.75 

Sfiitfiift-AM a.75 

Fort Apocalypaa 8.50 

Haid Over Moscow.-. &.50 
F-igStriheEagla... 12.95 

Bruce Lee 6.50 

trOlllfiWal * 5,65 

Storm Warrior 6.85 

Combat Lyn* , 7J6& 

Bumkfl - 12.95 

American Football.... 8.50 
Surwnwr Games.. . 12,95 

hieefrie JeehieF5 B.95 

Dar-; Star 5.50 

Slr'ontiuniUog B.BS 

Tragic-..-..-...-. 5^5 

Ghost. Bl-e1w.& 0,59 

NATO Commander &.7S 

Monty Mole 6.95 

Suicide Eklh-dGS.,....,. 5.B5 

HunchlDpn<S! „ 6.45 

Sherlcck Holmes ... 12.95 

Dan^ermouse fi.^S 

Lazy Jones 6.85 

Bcuiderdash 7.85 

River Rn:d. 8.50 

Ancipital 6,50 

Strip Puksr B.5D 

Hero i B.5D 

Trashtman 6rB5 

TorrtLico L&« k evel . 6 -B5 

Ftcckel Roger 6.B5 

BCsQubc: flr50 

Oun Vflriiq. , B.7S 

Havoc .... 8.50 

RtFaflll .5.50 

Jc^nnv And The 

Jimpys 5.75 

StunlBlkc- ■ ■ 5.75 

Psvlron 7.85 

Steve Duvia Snuuker 6*5 

CirrTHar-ge' 6.85 

Football Manager 6.85 

Beach Head ' £-50 
Kc<otoni Wirl ........... 5.95 

Curra h SpafeJi ...... 27r50 

FAST SERVICE 



MEG ASA VE 
Dept. PC 76 Westbourne Terrace, London W2 
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SYNTAX l=l?l?CR! 



WHOS KIDDING WHO ? 

Please send me FREE and without 
obligation details of the new service 
for home micro owners that 

i* ii it us hi ;S a vimi vi:wsmi I I IJI 



1 

I 

I 

I 



I MITAINS M2AMKKS MM^IIISfl'S 



I 



OI'FKISii I'KEE ABVEK'riSIKC 




I 



IX YEKTNtfl US iAWWUUXTS AMI 

* free copy 1 

^f. /Ae Home Micro* ^^^4^ 

| NAME | 



I 



I 

I 
I 



ADDRESS 



I 

L 

SEND TO HOME MICRO freepOSt 3 Fi FFT STREET '.ONTiON EC4P1SL 

ia PC GAMES 



I 



HOME MICRO 



SEVERN SOFTWARE 

As a rapidly growing technical unit, we 
supply our own original titles to certain 
other companies to market on a world-wide 
scale; we also take on conversion and 
story board work from other companies. 
To cope with the demand , we require :- 

FREE-LANCE PROGRAMMERS for 

contract work of all types. 

ORIGINAL SOFTWARE for submission to 
our marketing companies 

Write to us at:- 
15, HIGH ST, 
LYDNEY 
GLOS GL155DP 

giving us details of your progress to date 
plus work samples. 



From 

# CBM 64 
SPECTRUM 
AMSTRAD 
ATARI 

CSM1 6 MACHINES 
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P-cunfdfrvmPl? 

Q uoting 'Com m odor e 
Uscr h : k ... introduction to tur- 
bo loading Bubble Bus has 
found that its own tape dupli- 
cators no longer work, so this 
should pretty well deter the 
home copier. 1 

According to your Novem- 
ber issue, ei home taped copy 
of a turbo game seldom loads 
reliably! Does anyone believe 
this? First of all a taped copy 
does load reliably. Secondly, 
it only takes me about five 
minutes to copy a turbo 
game 



I must warn you of industry 
standards in this matter. I can 
easily transfer turbo routines 
to a disk. 1 just .. (CEN- 
SORED by the Ed). 

Most companies arc so sure 
of their turbos that they don't 
protect the game in any other 
way L How about checking for 
the presence of the turbo? 
That would make things 
much more difficult. 

T living in the capital of Den- 
mark, 1 know lots of other 
small -time pirates and I'm the 
proud owner of some 320 
program s. You may think it's 
a lot, but for a pirate it s quite 
normal. 

A Danish 1 cracker 1 

Well those companies who 
thought they were safe are 
obviously being ripped off at 
every turn. Perhaps with 
more information like this, 
they'll finally perfect a fool- 
proof device to kill off the 
pirate. 

Geordte joy 

I couldn't believe my optical 
receivers when 1 picked up 
the December issue of PCG — 
a I'rec tape with five M EGA- 
games for the '64!!! Cor, 
what a cracker/ I thought. 
Still not believing what was 
on the tape. 1 hammered a 12 
inch nail through my head 
using a largish mallet. 

Yes, by Gcordie.it was true, 
five hot games for me to view. 
(Phew? Wheel). I bought the 
mag, ripped off the tape and 
loaded il ., r Boulder Dash 
knocked by eyeballs through 
the back of my skull (via the 
nail wound), Black Knight, 
however, bored me stiff. Yes, 
PCG, what a flippin 1 flop! 1 
found the sound depressing 
and as fur brilliant animation , 
ha! Flickery , jerky and boring 
to look at. However, Eureka 
was brill 5 an L absolutely brilli- 
iabl A whole 60 location 
adventure for nowt. 



C tiff 'hanger made me laugh 
my sides out, it was cush 
(cush means great in Geordie, 
OK?). I must admit, though 
that I found Storm Warrior a 
bit of a bottle dropper (let 
down) Please do this sort of 
thing again, and as soon as 
possible, 

Gaiy (the silly one) 
Anders on + Newcastle upon 
T^ne 

Clad to hear you liked the 
tape Gary. We hope we can 
do it again, too. 

Please keep 
originality rating 

Having been an addicted fan 
of your magazine for the past 
eight months, I must say that I 
am impressed. Yours is the 
only magazine which 1 read 
from cover to cover, The re- 
views are first-class, accurate 
and plentiful. 

Talking about reviews, in 
recent months 1 have read 
criticisms about the original- 
ity* rating. 1 feel it is a neces- 
sary part of any review, for 
many companies diddle us 
out of millions of pounds 
with cheap variations on old. 
worn out games whilst those 
who introduce a fabulous ori- 
ginal hit fail to be credited for 
the achievement. So keep the 
reviews as they are, lads, 
David Trusslcr, 
Aider shot, Hants 
Lads? WItat about me? 

PCG is 

money well spent 

I bought my first ever mpy of 
PCG hack in October and 
from then on I haven't looked 
back. You may Lhink us Scots 
axe tight with our money but 
this75p is well spent. 

If you folks out tKere take 
advice from people then lis- 
ten lo this. If you haven *t 
played Elite for the BBC you 
haven't lived. My friend Ian 
(thought Td mention his 
name as it was on his coinp 1 
played it) has purchased this 
remarkable game. Tm hope- 
less a I doe king but he is quite 
good. Ian (that s 50p he owes 
me now) disagrees with the 
ratings you gave Elite, All 



ratings should have been 13 
out of 10. 

Personally, 1 have a mes- 
sage for the people at Acorn- 
soft. 'Make Elite run on the 
Spectrum, OK?' 
Simon Burred, 
Glasgow 




Worst game: Super Blitz 
Best graphics: C tiff Hanger 
Rest awesomeness: Quo 



There' "s a little item in our 
Buzz section this month 
which fust might interest 
you, iitinon. 

Quality f irit 

First, 1 would just like to say 
that the Christmas special 
was GREAT!! 1 own a Spec- 
trum and after seeing fasper 
on the cassette included with 
the issue, J have decided to 
buy it. All the demos were 
good except Backpackers 
which was a bit of a dis- 
appointment. 

Why are software houses 
obsessed with cramming as 
many screens as possible into 
a game at the expense of 
content per screen? Jet Set 
Willy's screens lack the com- 
plexity of Manic Miners and 
Psytraxx (apart from being a 
poor version of Atic Atac) 
has so many screens that it 
soon becomes a bore, Surely 
quality should come before 
quantity. 
Thomas Henry, 
Sunderland 

Lois of people would agree 
with you there. But there U 
one extra benefit of an 
a rcade-adven t u re game 
having lots of screens - it 
makes it more interesting to 
map out, something which 
plenty of gamesters like 
doing. 

Reader ratings 

What a mag! Thanks for a 
brilliant prezzic! l 7 ve never 
stopped playing Eureka. 
My top five Commodore 64 
games are: 

5, High Noon, 4. Manic Min- 
er 3. jet Set Willy, 2. Quo 
Vadis ± Trollie Wallie 1. 
Boulder Dash + I&zyjones. 

My game of the year awards 
are: 



Least responsive: Super Blitz 
Overall best: Knight Lore 
Nameless, 
Woking 

Sorry, nameless, you forgot 
to mgfl the letter! Wftete did 
you learn to count and 
whafs this 'Best awesotne- 
ness 7 ?! 

Haw do you 
complete 
Strangeloop? 

Before 1 have to wear a wig, is 
there anyone out there who 
knows how to complete 
Strangeloop. I have got to the 
control room, but nothing 
happened. 

Oh, and before T have to rip 
out the hairs on my chest, 
does anyone know the end- 
less lives Poke for Monty 
Mole? Please print my phone 
number: Lowestoft 81875. 

PS, My mum is going lo 
give me a Fiver if I get this 
letter printed. 
Tim Sampson, 
Lowestoft, Suffolk 
Site wouldn't if she knew 
htm* many phone calls 
you're about to get. 

Ode to the Evil 
Dead 

Of all the magazines 1 know, 

Thai I read through and 
through, 

PCG is just the best, 
I tell you that is true. 

1 often agree with your re- 
views, 

Your system is way ahead. 
The only one I thought was 
wrong, 

Was that of The Evil Dead. 

The game is grcaL the sound 
is too, 

I tell you it's not just gone, 
And if you print this letter, 

friends, 
I'll be grateful evermore 

Quaver, 

Hem el Hempstead, Herts 

That's an awful long time to 
be grateful, Quaver. 
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Byte-back 



$ Gibbering genius 

Greetings, humans. The Mas- 
ter here. 1 have been asked to 
forward a message from the 
Gibberish Speakers Suppor- 
ters Club, It reads as follows; 

'We, Gibberish Speakers of 
Alpha-Centauri wish to hum- 
bly thank you for assisting the 
spread of this wondrous lan- 
guage. In your excellent map 
of Strangeloop you included 
an accompanying note writ- 
ten in this remarkable lan- 
guage. 

We were very impressed 
with the standard of phrasing 
which included excellent 
grammar like " Spectrum 48K 
as it actually looks on 
screen/' and, "printouts of 
each the first time." 

Such literary genius must 
not go undiscovered. Many 
thanks. 1 
The Master 
(sent via London N 16. 
UK, Earth, Sirius sector) 

We should have made it part 
of the competition to try to 
unscramble that note. It can 
be done. Even this office's 
literary genius can some- 
times get its words wixed up. 



Speccics?? 
Who needs 

In response to J Cowan's let- 
ter (Jan issue), I would like to 
tell this single-minded moron 
(who can't even spell pratts 1 
properly) that us CBM 64 
owners are far from wimpish 
idiots. I don't think he quite 
realises all the facts when he 
refers to the amazingly su- 
perior 1 Spectrum. 

Im not going to slag off the 
Speccy - in feel 1 was going to 
buy one just for the software 
support it enjoys. But the 
thing which put me off was 
the cost of a fully operational 
system. 

The console itself is reason- 
able at JE129, but then you 
need a real keyboard (unless 
you're a double- jointed octo- 
pus or India-rubber man), 
sound amplifier, joystick in- 
terface, tape leads, sick bug, 
etc, etc. The cost of which 
covers the £200 J paid out for 
64K n SID chip, real keyboard, 
sprite graphics : joystick ports, 
TV sound ? and a totally reli- 
able tape record er 

At. this point I shall return 
to my cheese salad sandwich 
and chicken soup to await 
sonic bonchcaded reply from 
some equally boneheaded 
Spectrum user, 



SCRAP THE PANEL! 



The recent change and new 
look Lo the magazine dis- 
appoints me. 

For a start the reviews are 
badly written with attempted 
jokes being made every sent- 
ence. Then there are the stu- 
pid Panel Points". Every re- 
viewer (except on PCG hits) 
disagrees with the other one. 
Example: Black Knight 
( PC G December) . Chris 
Anderson couldn't make up 
his mind (pathetic). Peter 
Connor didn't like it, and Bob 
Wade (a moron} thought it 
was quite good. The marks it 
got were stupid as well. 

The review section now fits 
in a lot less reviews. But it was 
good to see Boulder Dash 
being an 'epic 1 Game oi the 
Month 1 am getting three 
Game of the Months, and 
three PCG hits - 1 hope you 
arc right about them, but I am 
sure you are. You have been 
in the past, apart from a few 
excepti ons. 

Next, why are you so late in 
reviewing some games? Most 
of the time you review use- 
less, unknown games and 
forget games like Zaxxon, 
Raid Over Moscow, (J host - 
bmters and well, the list is 
too long. Why bother review- 
ing trash like Deus Ex 
Machina, Handy Andy, Ver- 
tigo, Gunslinger, etc? 



By the way, if Master 
Cowans would like to call me 
a wimpish, half-brained pratt 
to my face, then ] would be 
only too pleased to use his 
Spectrum (or head) as a tram- 
poline. 

RPVidler, Southend 

Hate to say it f R P, but the 
correct spelling is 'PRAT. 

From groat to 
worse 

iVe written to complain ab- 
out your excellent magazine. 
You -re ruining the computer 
magazine business - how do 
you expect people to buy 
other magazines when yours 
is so good? 

Here are five tips to bring 
the standard of your maga 
zinc down: 

1 . Cut down on reviews. 

2, Cut the listings. 

3, Cut the competitions. 

4. Cut the Tricks n 1 Tai> 



5, Cut the Challenge 



Lastly, the originality mark 
- KEEP IT UN ! Please. " 

You probably won't pub- 
lish this, but if you don't just 
read the letter and improve 
the mag to glorious heights, I 
know you can do it! Or 111 
start buying Computer and 
Games again. 
Russell Lewi m Newcastle 

Interesting letter, Russell 
We'd like to hear ztfhat other 
people think of having re- 
views done by several peo- 
ple Good thing or bad? 

Yuu're right in saying thai 
the number of games re- 
viewed has fallen since we 
started the panel reviews. 
That's because the cont- 
inents lake up space. But the 
games which are left out 
tend to be the 'useless, un- 
known' games you refer to. 
We think you'd rather we 
gaz*e more space to the more 
significant re teaser. 

As for being tate on some 
ret/iewS, You're probably not 
aware how long it takes to 
get a magazine produced, 
printed and distributed. For 
example, all the reviews in 
this issue had to be com- 
pleted before December 
10th! Nevertheless we reck- 
on that overall our review 
section is more up to date 
than anyone elses. 



Chamber, 

Graham Webb, London 

Yeah, but how do we im 
prove it? 





4* 
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i{k£n£ r Coventry 



Watching the clock 

When I bought the December 
issue of PCG 1 jumped onto 
my hed and started exploring 
the pages I came across some 
great hints for my games on 
your Tricks n n Tactics page. 
So n T plonked myself down on 
a chair, turned on my tele and 



my Spectrum and loaded 
Daley's Decathlon. 

First on the agenda was the 
110m hurdles. The tip was 
sent in by Martin Cleaver of 
Hull. I did exactly as he said 
(which was to wait at the start 
position until about 970 
seconds, then run. wait at the 
finish line until Ihe clock goes 
round to 000, cross the line 
and get an amazing time), 

I waited, and waited, and 
waited, and ... zzzz£. When I 
woke up after half an hour, it 
was STILL going. In fact it 
took 33 minutes 13 sees! 
NOT nine minutes. 1 don't 
want to seem boring, but this 
is pretty BAD! Although 1 
must say most of the tricks J n 
tactics are quite brilL 
Chris Wood, Ruislip, Middx 
Er, Chris, I think you just 
might have let the clock go 
round TWICE while yau 
were asleep! 

Is the Id d RED? 

L'p till now Tve always loved 
PCG. Yet, I have always been 
nagged by CA : s biased com- 
parisons of the 64 and Spec- 
trum, and even more by 
another nagging suspicion 
thatCAisaRF.DH! 

I warn you now, if this 
communist trend continues I 
will not be held responsible 
for my action (III no longer 
buy PCG, but get a pirate 
copy of it!) So there. 

By the way, in Sinclair's 
game Stop the Express, 
shouldn't those birdy things 
be called McCarthy Birds? 

David Susswein, Eastbourne 

Sorry David, your suspicions 
about Chris (the Ed) being a 
RED are totally unfounded. 
He's been thoroughly check- 
ed ou^ and Pm afraid he's 
normal. 

l ? m afraid you'll have to 
ask Sinclair about ike, er f 
McCarthy birds, we're total- 
ly clueless. 

Jet set bug 

Hands up all of your CMB 64 
owners who've bought/ef Set 
Willy and found the Wine 
Cellar bug. You haven't? 
Well, let me enlighten you. It 
is impossible to get two of the 
pieces on the I el I hand side of 
the screen, So, Ihe Software 
Projects bug saga continues 
wilh the CBM 64 version of 
jet Set Willy, 
Ahn Matthews. 
hdgeware, Middx 
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a diamond can also claim his or 
her share of the Royalty Fund. 
■■I This grows with every 
copy sold up to a maximum of 
£1 million. 

■B The Spirit of the Stones 

book is a great read. 

^■1 The Spirit of the 

Stones software is great 

entertainment. 

p^U But they're much more 
than that 

HB They're an adventure. 
I1M A fascinating tale of 
mystery and imagination, 
mi A voyage of discovery on 
the Isle of Wight 

A voyage of discovery 




But - and here's the 
catch,.. in the form of riddles 
and clues. 

^■1 Solve the puzzles in the 
program and you'll find it easier 
to solve the puzzles in the book. 

Solve the puzzles in the 
book and one (or more) 

□my r s commodore <j ia ™ nds can 

one man% COMPUTER SOFTWARE be yours. 



There are 41 of them. 
^■1 41 real diamonds hidden 
somewhere on the island, just 
waiting to be discovered. 

40 diamonds set in 
stoneware talismans. And the 
great Wight Eye itself, the most 
fabulous diamond of them all. 



knows where they are hidden, 
and he's not saying. 

All that he has to say he'y 
said already, In the Spirit of 
the Stones. 

i^B It's a book and a computer 
game. 

H And together they reveal 
the whereabouts of all those 
diamonds. 



W^M Forever. And ever. 

i^B You don't even have to go 
to the Isle of Wight, (Though 
should you want to, we've put 
a bargain holiday offer in 
every pack). 

You simply work out 
where the diamonds are, 
and post off your claim. 
Whoever discovers 



into an unknown world of 
poltergeists, unholy spirits, 
banshees, manticores and 
demons. 

Hi The Spirit of the Stones 
is as entertaining as it can 
be rewarding. And, like all of 
our software, it has been 
specifically designed to get 
the best out of Commodore 
hardware. 

You can't choose better. 
BH£ Commodore software: it 
costs no more, even though 
there's more to it. 



SPIRIT OF THE STONES DISK OR CASSETTE WITH BOOK EU.99. 
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£«£BOM Good RETA(LERS 







•9S 



uneic SYSTEMS UhTTTT; 
KENSINGTON KQAD, WOODSTOCk'oxFORD 
TEL.{0993)ai27O0 
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ft "fit* ■ 





, f rom The 

1 Mxses 



It's b ll machine cede and is one 
ttf the best original gamEsa Tve 
seen on tha Vic for age? 
Charlton HflFrton eai your heart 
□ut! P C W 



is.** 



- s 



A great cjame, that I would 
reconninmenri anyone to buy. Tha 
Gerrard learn of ganw t-estcTs 
ygted ihree to OTia in favour of 
this PBfng the best gama they'd 
s§*n for the uriexpanried Vic. 
What else can you say: buy ill 
CammotfQre Horizons, 
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BLANK CASSETTES 

Guaranteed top quality computer/ 
audio cassettes at ^ear budget price 
Packed Inbox** ©#« wflftwb#l^ 
May canto ami library com. 

\T, post and packing. 



n 
□ 
□ 
□ 



[C5) £3.35 
CIO 



(CIS 



□ fC30)£4.70 

□ fC60)£5.30 
□{C90)£7.00 



£3.40 
£3.45 
£3-75 

BA SF FLOPPY DISCS 

Prices of boxes of 10 

□ 5^ Single sfde/Double density £19.95 

□ 5% Doubte side/Double densty £21.85 

□ 5k Double side/Quad density £28.75 
MICStO FLEXI DISCS 

Price per unit 

□ 3 V Single side £4.00 each 
O 3V Double side £4.75 each 
Indicate quantity of each product 
required in boxes. Free delivery UK. only. 
Cheque/P.O. Enclosed for£ _ 
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OVlGOf TICS jlTO 




CossetteHouse.329HireletRoad,Le9ckLS103Yy 
FREEFOST TeL (0632) 706066 pcg 
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AND AULQOOO SOFTWARE STOHESl 



micro-antic/ 

Litttehome, Hawthorne Lane, 
Codsall. Wolverhampton, 
W Midlands. Tel:09074*5147 



HIRE SPECTRUM 
SOFTWARE 



OVER !M different I apes for hire- in- 
cluding ARCADE, ADVENTURE, BUS- 
INESS, EDU CA11 0 NAL etc -even a n m/c 

Compiler. FREE 26 page catalogue. FREI 
newsletter, with hints, lips and our top 
lape char I. 

OVER 3000 'lapes in slock r m\\\ up to 60 
copies of each title for tasl service. All 
lapes sent by 1st class poss. 
LOWEST PRICES - hire up to 3 tapes at a 
time, from 63p each for two weeks hire. 
(Ptus p&p and VAT). European members 
welcotne. 

Tapes for salf at DISCOUNT print. 

Telephone 0 1 -661 9240 {9am - 5pm) Or 
wite far tuTlher details, nr compile Ihe 
coupo n and JO I* TO DAY you r ve no t hi ng 

to lose! 



SAVE £3.00!! 



Pqi a limited period, we 
are oPermg HALF-PRICE 
membership to readers of 
Wis magazine. Join now, 
LIFE membership is only 
£3.00 (normally £6.00). 



SWOP SHOP 



A new service kom N.S.L 
SWOP your unwanted 
tapes wilh lape^ from 
nltier members lor a small 
handling charge ol only 
GDp (p*us p&p and VAT) 
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IMIOflM S0PTWAR1 UBRAFY 

42 Harefield Avenue, Chearri, Surrey SM 2 7 WE. 

I endow cheque/poslaJ crderf or £3,00 for L I FE membarshi p . Pi&ase rush 
my membership kit to me. II. within 2fi days, Vtrt not defigMed wilh your 
aervico you"! refund my mernbership Fse.. 
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Address 
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pc games as 



REWRITE THE HIGH 



SCORE TABLES 



With the Gunshot you 1 It have all your enemies cowering in corners. 8-directional action and an all-in- 
one moulded stem allows accurate annihilation and strength to survive those all-night 
sessions, Dual fire buttons for fading fingers (and a rapid fire version when 
they re realty coming thick and fast). And, if you break it (and we know you'll 
try) our 12 month guarantee will prove invaluable. The Gunshot plugs directly 
in to practically all popular home computers (ask about Vulcan interfaces 
for the BBC, Spectrum, Electron, C 16, Pius 4), Only S8.95. 
See the range of Vulcan ji 
at your local stockist ... 
we'll see you on the 
high score tables. 





100 BRENT STREET HENDON NW4 I BH TEL: Qi 203 6366 



sticks and interfaces V VW 

VULCArtv 

ELECTRDlTICS LTD 




fe re Beginning to get worried. No sooner did we print our 
story showing Maggie Thatcher crushing Ronald Reagan in a 
raw ewer which country r s games were better, than a great flood oi 
embarrassingly good US games turned up for review, i mean, what 
con you do with gomes like Impossible Mission and Spy vs Spy? S ag 
them off? No you can't because they're pretty amazing. Thankfully, 
plenty of high quality British titles ore in evidence - The Staff of 
Karnath, Dccmdarks Revenge, and Cyclone \o name but a few, 
Anyway, wherever the games come fram H we re sure you'll enjoy 
this month's reviews. 

The PC© ratings - marks oat of 10 

GRAPHICS : krt Uf colourM il cflfloyir^? Is M j*d music? oddirfvft? Does il hm dep*? A 
ridis'ic, detailed? Are creatures 
wdl Qiitnata^ Is -nsnMiEnl 

rent, or is- 1 similar 1a plenty af 
Others withe mnrkt?' 
SOUND: Doei ir sjcseed in 
eddincj gnad a'rr^HpHerE to rSe 
ganiE? Is- there pienly af variety? Is 



ORIGHiAUfV: Oralhegart* 
contain significant new ideas, w ii 
il sifltpl^ a reMi <Sf cwwv«d and 
iir^theft*s? 'Mien you pkry it do 
yog ihinfc ^Waw, ihis i> differ tnr? 
LASTING IHTERECTi the 
iron important rpttng. Is the game 



bic-rerm dioHei>ae?Wllyftiilill 
bepfcying iMna rarfh'slira? 

OVERALL: Trm tdtis rrfo 
accent all the above, pkis 
pri&e of the gem. "If we fhink il's 
Dmer-priced for whtfl it ss, rt could 
Qetmarbddcmffl- 
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Impossible Mission 



PCG HITS 



SPECTRUM 



Stdfff oi terfiflrtfc (ComTiodorti £4) 

Spy ^ -'P> r (CniTir>lLxic-r 64 j 

Trouble: m5tQF»<Oric) 
Doomdark' & Jen ge JSp^ctru rtlj 
Brian Blcodcxe (Sputum) 
Cy^ono {Spectrum} 
Lode Ru n net (SiwL-tru m) 
World a* Flight (Dragon) 

COMMODORE 64 



Govt 'Fighter 
Raid Over Moscow 
PC Fuzz 
nAutanl Monty 
Tapper 

Fcrr Apoca yps* 
Thrusic 
Ani Infinitum 
Comber Lynx 
Spy V5 Spy 
Skyt ne Attack 
Slaff af Kcirncin 
ElurEggE 
(Lode Runner 

DRAGON 



World af Highl 
k£ Castles 

ATARI 



52 
50 
44 
2B 
30 
3-2 
3+ 
46 



50 

56 
58 
59 
rt6 
50 
50 
50 
5D 
50 

52 
3B 
34) 



46 
44 



Bily Bluebottle 
Fohrenhe.i 3 300 
□romda rk's ftcw^nqe 

Brian BloodnKe 

BulHeCafE 

Pljmmcit 

ALtronwl 

BotV pack«?s Ou ide tG the Un Sfi 
LodeRurner 
(Raid Over Moscow 
(Fc*1 Apocalyp^s 



rbnbre Wjlf 

Horse-lord 

nArte 

pevil'-s. Couasway 

Crypt Capers, 
Jel Boat 
I.edgHtnon 
(Egbert 

AMSTRAD 



{Roid Over Moscow 
(Fort Apcca'yps* 
(Lrxlft ■ H. inner 

MSX 



Astro AH: jck. 
Htrnchbarjk 
Lr'berl 
Blag9er 

ELECTRON 



■16 
26 
21 
30 

32 

34 
34 
34 

5« 

30] 



25 
40 
JO 
40 
-tO 
41 
18 
3H 
38-) 



46 
3E 
lift 
39 



53) 

50) fAArEe 
34) (Egbert 

OftIC 



JO) 
3B) 



Hyper Vipftf 

F r^ GfrSCLiB 



46 
46 



Trout?! e ir - SfCtfB 



A4 
44 




f-{YEH WALK £■ 

jini^iT-Ti Pnwihurj, 1 , 

ttlCSbi'T'and u*:iiiii-1fc'K 
SiXSJlrum fur ^ hlch fir- 
cfdi-nhn 1o hivfi i 'hcfly 
£->ftwpn" ("ttlKuLiui 1. Hj.vsant 
uk1 




JEMMY nsHEl 

A vW|[im<rT i n i>ur uui; ijKliHrnn 
L^a:il*tl-i aspirklinS rC^'icw 

L6,ilvr^!T Fljnid.fy. 
Tojk*l"-it , t and. os¥nt- ft nnc 
aui fit [vip rl?d Vit 20. 




cmn AHHISOH 

LSTC'skk-i|j wjLltr iwcoi'nr. 

Spfrt njn iiTid Cciiii^nudocr? 
frf Ton huay cdLL.i!>, cl - ^ mnjj 
tft EpCPrl u ninth dflK =*s- K ri 
like n r ihr \i;yhi.^rii. 




A It-ycar-oldfrCiirt Undun, 
bc^pMP inf[. wiark Oil rt-k l 'L"ls. 




STCVi SHTTli 

Autd 17. 1 . ! i- 1 '.' L 1 ■ 
LnJnrmuLiun Icdnol tf-S 
fiVK h-irai iiiLJtss M ino$t 
nomeccinipulrirs. EirllOyE 
being un PCG4 ptiULCt 

TVC.VJM! 1 likt rtZLL IV .1 .|i 

l>ulky parceli'. 



f lAin MARSIJllL 

A 17 year-uldScaLtrMH 
(jlJJB 1 ™ fi'ATicr u[ h 
IDmni idOK 64 unii Vit JM- 
When ki 1 ^ pla>ir:B OhC 
orir-FAO'64 ar 
prnrf r^r-niiiiaj] or.u u[ tiLi 
Ohtn ht lLk«i^'^ 1 ■■■^^PE^Hp^l , , 




SJLMAHTHA HEMEHf 

JJiltymcd j^ar J prulcre'.u 
Li: L alu J iiHr.i. U nrlts Tul I 
l»i\K 'Of 1^ "t 1 ii^d rth^wa b 
i iLU'ilullLfi C-n r.'\L-Ki ^\n.-. 

sJk'E ni/11oDhuiy 
Lupin^"*irh hC^ifr'^kiijje 
niLL.ILiap. 




Ptra CSHHOtt 

Pull limK PUG irrifj writuroii 
cm-nTWiuS HgC l,kyl ditl uTidiir 
30;.. 1 iux d p*iE510r: -"i^r Iju 
moving jrmLL H*fiKS- 
l.nalheKidvtrHUf«. NtrflC-lrf 
•fm an: wuith nrv- scntri of 




A lo >f*T-old Iwirn Oldorri 

a. I Irri^jjTi an J L'r i u c 1 d £ 
uricI j iv"'" nliior rni^rub- 
1:4 uoys- playing Cfri^*!^ ^ 




ILMiH CHAPMAN 

AuOLlitf 1 £i-«.ir r, .d, vmk4c3 

JjCiC CMCh ind c:lnim5 a 
":iauk|ji uui id knowledge or 
aiTL naltliOuMrtd riiffi-n nl 
iTi^ipulcf EarufE 




ft ~_7-yr.ar -i>ld ijjtldo"nv r ;nd 
C-ofnpy^ adiliuL. Ow ns g 
libt. L_>ric. CGL W>.rtnd* 
Onnkm ZSSI AISDWntH 
pmennis and hat l iNC one 
pubJi&kcd in PC"C. 



B«WADE 

AaLOthcrTull unibTlaU 
wi 1 lor, ht't a I read > 
ivurk : H his Lkrua^h * 
inj^S-kc mim'nLr l-.^hp« 
in ti'iC lew month 3 fclC r 6 
b«ii nr Afied SO ^ lid 
Lkv O^ncr nfa HHK-Jfli r 01- 




AgC4 " Jl arid li ttil:: IfOLtl 
Cainbl idfiif- Fvr:™nc In Iik- 
claiH ^nhra:! has a inlCffO - 
Rlcbjad himuckhutH 'M-iiifid 
an bntc^scn-!j' ^ri^iilgiFyli 1 - 
kiB [altiCT^irics, for inf Daily 
.Mirror 




KLA1TYH SMFT1 



.■"kged L 5 -Sn.il Iwis in 

prtfpar.itv, for O 
DhwmBiSpcPtTiJffl 
n'^nl^rtiOMrialL.niu^.. 
rmd Maj-eCJtO*nM=- 




&AVII WlHfiHT 

A 16 |Kttf-oJd l V«n 
CliESiijcrjrvd unffiiid i\lm<i!, 

I -AH.. T 1 lu's, I lUli LllS Jll-ini n 

feven munLlus -aitl \S f 
|f?«n-anSTnilJijrC? *rni\r 
<a\]\ heiin^ parUul Lt- D hit bT 
GaUx-ian MailniA 



SIEYf N FlLtV 



AnuLlLOrOl iko^e'W 
uwncri. he" a l-SI-ond hvc-sin 
buUurd Li.-.ub-plajij^ wiLlk 
«« ptJftCfl Bid pla^lnAwilli 




STIVE COOKE 



PCLp'j2^ yf*f oid ispatj 1 
cdi»ur -1iM^ yprilnim 
u^fcd L4> own a Ly™ . and haa 
ju-HbiMj gin. -in Ai i^ir.id 
which hfM^-iF-lhrhfflL 
l'tjiqe since ihcad^i ">r 

advuni. a. re k£uT1C4 
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; SABRE WULF 



MACHINE: BBC B 



CONTROL: KEYS 

ULTIMATE, £9.95 



Who says the BBC only has a small 
memory? This faithful conversion of the 
Spectrum classic not only succeeds in 



squeezing in all 256 screens, it's also, if 
anything, prettier to look at than the 
original. 

Numerous jungle plants, beautiful 
purple and white mountains, a stack of 
Ultimate nasties, and Sabreman himself 
in a smartened up uniform - they 1 re all 
here. 

Even the layout of the jungle appears 
to be identical, so BBC owners who get 
frustrated will be able bp refer to our 
Sahre Wulf map in the August issue. 

The idea of the game is to scour the 
jungle for four parts of an amulet which 
you need in order to escape. Aided only 
by a sword (which makes a tedious 
plinking sound in this version} and a 
few orchids which offer temporary in- 
vulnerability, you face q wide range of 
creatures, including the indestructible 
Wulf. 

there haven I been many of these 
mill Li -screen exploration games yet on 
the Beeb, so this one*s bound to do well. 
But strangely enough, despite the quali 
ty of the conversion, I didn't find the 
game half so enjoyable second time 
rou nd, Chris Anderson 



I FAHRENHEIT 3000 



MACHINE: SPECTRUM 48 K 

CONTROL: KEYS 

is SOFTSTONE, £5.95 



This- is a platform game with a social 
conscience. In the Win if ret Vi Dragon 
Nuclear Ueactor in Dorset core temper- 
ature is 2390 degrees and rising, Melt- 
down is imminent. Pretty soon there will 
be an ecological disaster. 

So, yoirve got to do something about 
it, such as switching off the valves in 
each of the game's 63 screens. Easier 
said than done, of course this is a 
platform game, after all. 

You get into the first screen after an 
excellent Bach introduction - |,S. must 
now be the most popular compuLer 
games accompanist. 

'Entrance to the Inner Sanctum 7 is the 
title of your introduction to disaster. 
Your man is a plump fellow in a hat, an 
unlikely-looking candidate for heroism, 
but very brave nonetheless. 

You gel unlimited lives, but there is a 
meter monitoring your radiation level: 
every time you bump into an obstacle 



Doomdark's 
Revenge 

ff youVe played fiords of Midnight, 
then you'll have some idea what you re 
in for here. If you haven't, then stand by 
for a game with over 48,000 different 
screens, 128 characters, 128 objects to 
collect, and an evil witch-king's daugh- 
ter to defeat. 

In this, the second of Rcynnd's cpic : 
trilogy, you use single- key commands, 
as indicated by a keyboard overlay, to 
control all characters loyal to your cause 
in your struggle against Shareth the 
Heartstealer, who has captured Morkin, 
son of Luxor the Moon prince. 

Once youVe selected a character, you 
can look through his or her eyes at the 
surrounding countrywide us you march 
across the Frozen Empire, doing battle 
with giants, dwarves, and barbarians 
The landscape is far more detailed than 
in Midnight and covered wiLh different 
feature^ from mountains to pyramid - 
like temples There are 6,144 different 
locations and in each nne you can look 
in eight different directions. The pers- 
pective is faultless and the atmosphere 
tremendous. 

Lords of Midnight fans will find 
Doomdark a far greater challenge than 
its predecessor. Not only is the country 
bigger, but each character is much more 
complex and there are icelords. barba- 
rians, dwarves, fey, and giants to recruit 

or, if they're hostile, defeat 

There are many more options during 
play. Each character, for example, has a 
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The athe r Hit 
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Arches or* rrr, m ™ ^ tlkk&r i n 

Ci *ri* Anderson 
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HemeL 



special object, and special options in 
elude 'Give 1 an object and Use 1 a special 
object You can also enter underground 
caverns, take rest, or approach other 
characters (with a view to recruiting 
them). 

Recruiting other people is a far more 
complex process, since each one posses- 
ses no less than 11 different c harac Leni- 
ties t each of which will influence them 
in their actions and attitudes towards 
you. 

Other ingenious touches include 
changing weather (watch out for the 
rolling mist) that follows a 96 day 
weather cycle and flickering torches to 
guide you through the tunnels. The 



display changes colour according to the 
time of day - red /orange at dawn, blue 
at mi d day. an d bl uc /b Jac k at n i ght . 

The biggest difference in Doomdark, 
however, is in winning the game. There 
are no less than five different victories, 
ranging from the simplest one of res- 
cuing Morkin, to the 'overwhelming 
victory' of rescuing Morkin, killing 
Shareth the Heartstealer, and returning 
to the start with Luxor, Rorthron, 
Tarithel the Fey, and Morkin still alive. 

At the beginning of the game you 
control only three characters, Luxit\ 
Rorthron. and TaritheL Forces usually 
join in battle almost immediately and 
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h ^jY timed i^aT s ' 8J!eciJ ^9 o 
MM boy Sift- ^ *> £ 



your level goes up, until eventually you 
succumb to radiation sickness 

The firs I room, like the others, is full 
of platforms, steps and surreal ly nasty 
creatures. Tilings whirr and whine, float 
up and down and there arc even strange 
mutant pussy cats - presumably Lo catch 
strange mutant mice. 

Key control is quite straightforward - 
left, tight, jump - and success is mainly a 



SPECTRUM • BBC • 




^ancfT^" too 
Fahrenheit 3000 il u 

°nd ard ' S > ^ means a 
^ ih kind. 9 ^' bl ""'^oHHBbe S t 

fihe music on fk" 

°P** that it C^^f Ji ft 

matter of timing and strategy. The rooms 
have a variety uf problems to negotiate, 
and some will prove easier than others. 
Cutting through all 63, however, will be 
a dangerous and time-curtsumitig busi- 
ness. 

fahrenheit's colours and graphics are 
well above average and the game is large 




GRAPHICS 



QtilGlNA. T X 



LASTING I M-ftEST 



OVERALL 




enough and good enough to keep you at 
it for a longtime. Rut comparison has to 
be made with Jet Set Witty, and here 
Softstone"s game loses out in terms of 
originality and wit Plus, of course, the 
complete lack so far of any Pokes for 
infinite lives, 

Peter Connor 




what's mure the wolves, skulkrin, ice 
trolls, and dragons don't just stay in one 
place in this game they move about, 
making progress for individual charac- 
ters more risky. Bccau&e of the in- 
creased complexity of the program, the 
game varies tremendously each time you 
play it, and victory is far, far more 



difficult to achieve than in Midnight, 

There's so much one could say about 
this game, but it all boils down to one 
thing - go out buy iL load it up, and 
spend hours, days, weeks, perhaps even 
months playing if You II enjoy every 
minute 

Steve Cooke 
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Brian 
Bloodaxe 

No, W$ not another Viking adventure 
game from Level 9, it ? s a wacky, way- 
out, wonky, and extremely challenging 
platform game with over 100 screens 
and 300 sprites, quirky surprises , and 
objects to collect. 

Your on-screen identity is in the care 
of one Brian Bloodaxe, a horn-hclmcTed 
hero who can move and jump in all the 
usual directions <is well as pick up, drop, 
qt use assorted items as and when he 
comes across them. 

Items include pints of lager to boost 
your energy, which otherwise deterio- 
rates as you move about. The display 
also shows your score, the current hi- 
scorc h and a group of little Vikings 
(representing whatever remains of your 
four lives) doing the hokey -cokey in the 
corner, 

Other essentia] articles include va- 
rious different colour keys which will 
enable you to open similarly coloured 
gates to proceed to new pillaging 
grounds. 

The sprites also have their surprises. 
Ducks, for example, may trample you to 
death, hut you can also jump onto their 
backs and from there to another screen. 
Platforms that look safe and secure may 
suddenly dodge out of the way if you 
jump towards them. 

In fact, there are a whole host of 
unusual features in this game. Your 
horny helmet, for example, isn't just 
there for the sake of appearances - it can 
be a real pain in the backside for some of 
your opponents. What's more, you can 
jump and stick yourself to the ceiling 
sometimes if you're in a really tight spot. 
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Other innovations include the ability 
to dig through platforms (sometimes the 
only way to access certain areas) - but 
find your spade first. One screen even 
features a giant pool table, which will 
almost certainly have you snookered if 
you're not very careful. If you fancy a bit 
of a shoot -em -up, there's even a pistol 
tu be found, 

If you've been playing Knight Lore. 
youll be familiar with Lhe idea of using 
objects as stepping stones. Brian can 
drop an object, climb onto it, and then 
jump for all he's worth to reach other- 
wise inaccessible areas. 

Some great music starts the game and 
play is accompanied by melodious 
beeps. Bvery screen has a humorous 
link with a town or area of Great Britain 
(Snooker table = Poole, geddit?) and 
your task is nothing less than the con- 
quest of every square inch of GB. Yes. 
Brian, definitely a platform game that 
has the edge over all the others ... 

Steve Cooke 
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.,♦7 busy characters, 10 lost chords, 12 hours, 48 Traffic Wardens, 
95 London Tube Stations, 126,720 square feet of London, 
7 million Londoners 943 action filled screens* 

PAUL MCCARTNEY'S Qj^ **1 
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GAME I BATTLE CARS 



MACHlMEt SPEC TRU M l 48K 
COMT PO Li KEYS 

RIttMl GAMES WORKSHOP, £7.95 
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Battlecars features four different sec- 
tions all of which should keep you 
occupied for some time with their com- 
plexity and action. The four sections ate 
a driving race, a car fight in an arena, a 
battle in a town and a chance to design 
your own car. 

The cars arc horrendous monsters 
kitted out with all sorts of technology 
and weapons to make them real mean 
machines. They have armour, offensive 
weapons like missiles and lasers and 



defences like oil slicks and smoke. 

There are already eight cars set up but 
you can produce your own using a 
beautiful graphic designer sequence. 

The cars battle either against each 
other or against ihe clock on the racing 
circuit, The autodrome is a bare; arena in 
which the ears try to inflict more dam- 
age on their opponents than they re- 
ceive themselves. 

Slug City is atownseape in which two 
players can fight it out, this time in the 
close confines of the streets. The circuit 
is less violent* with cars competing in a 
straight driving race round some rough 
terrain or against the clock. 

In the autodrome and the circuit you 
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GAME: PLUMMET 

MACHINE: SPECTRUM 48K 



CONTROL: KEYS, K EMP, CUR S, S1NC 
INTERCEPTOR, £7.00 
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Fortunately it's not you that plummets 
in this game, it's the mayor - three floors 
in a lift while you stand by having a good 
laugh. 

You're supposed to be trying to help 
the poor trapped man by collecting 
ropes to hold up the lift, thirty rope^ 
will save him but you can only co fleet 
them one al a time and, as you would 
expect, there arc lots of nasty things 
trying to stop you. 

The hotel you are in is represented on 
three screens starting with the 



while the lift is stuck on the third screen 
up. You have to pick up one of the 
coiled, flashing ropes and climb a series 
of stairs through the three screens to the 
lift, 

In your path there are, of course, S 
variety of hazards. The first floor fea- 
tures concrete floor blocks which move 
up and down trying to crush you, as well 
as a tumble doorman who shuffles up 
and down, his back permanently hun- 
ched 

The second floor has a mutant revolv- 
ing door and four fire doors, while the 
third has fotir doormen and falling dust n 
all of which prove fatal to your rotund 
character. 

The doormen can be dealt with by 
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Cyclone 






According to the ads this game will take 
the country by STORM - geddit? Cer- 
tainly the wind blows fiercely in this 
challenging follow- up io Tornado how 
Level 

So much so that the helicopter you 
pilot can get blown off course, and 
possibly even dumped onto the ground, 
It all depends how close you are to the 
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can compete iigEiinst a computer oppo- 
nent, but in Slug City it s you, ei friend 
and two keyboard overlays ha tiling it 
out. 

The screen for e^ich game shows the 
area in which each car is driving, a map 
of the whole territory, its speed and fuel, 
as well as updates on the damage it's 
sustained and weapons still available. 

the sound isn't up to much, there is 
very little of it, but that doesn't detract 
from the fun. 

It will take you £ while to get to know 
the controls and all the aspects of the 
game but it's well worth doing. It's a 
bleak view of an automotive future bur 
terrific to play. Bob Wade 

dc materialising them with a tranquilis- 
er, but you can only shoot this while you 
are carrying a rope. The Fire doors arc 
also opened by shooting at them, 
though why tranquilizers should open 
doors I'm not sure. 

If you lose all your lives the chain 
which is holding the lift snaps and the 
mayor plummets three floors while 
shouting for help. Unfortunately you 
don't get to see him hit the basement in a 
crumpled heap, but you can t have 
everything can you? 

High scores for this game aren't going 
to look very impressive since you only 
score one point for each rope attached. 
If you can get more than 10 you're doing 
well Bob Wade 
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centre of the cyclone which is threaten- 
ing a group of very pleasant looking 
islands. 

Your mission is to locate and pick up 
crates of medical supplies, five in all, 
and return them to home base. The 
trouble is finding them. As in TLL, your 
aircraft is seen flying over a scrolling 3D 
landscape But this time the area is 
much bigger There are a lota I of 14 
islands separated by expanses of ocean 
and it would take about five minutes of 
Dying time to visit all of them 

But visiting isn't enough. Each island 
must be explored in search of a crate and 
this means repeatedly using an alterna- 
tive view' which allows you to look at 
objects (eg. houses, cliffs) from the other 
side to see if there's anything hidden 
behind them. 

By the time you've covered an island 
or two, you'll be running low on fuel and 
must find a base to land on There's also 
that cyclone to worry about. You can 
monitor its progress (and your own) on 
a map of the islands. When it starts 
approaching you d better clear out, or 
make an emergency landing. 

Meanwhile a clock is ticking away If 
you haven t completed your mission 
within about 15 minutes, you must start 
again. II you do succeed, you get 
another set of crates to pick up in 
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trickier locations. 

Although Cyclone looks similar to 
TLL, there arc enough improvements to 
give it a character of its own. The game is 
one of Exploration and strategy rather 
than pin-point control 

There's plenty of attention to detail, 
including a useful range of indicators on 
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Lhc right and bottom of the screen. I also 
like the people who stand and wave al 
you on the islands - a pity you can t do 
anything to help them, really. 

Still, this is an impressive piece ol 
programming and an addictive game. 

Chris Anderson 
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SPECTRUM 48K 



CONTROL: KEYS. KEMP 



8 SOFTWARE PROJECTS, £5.95 

Software Projects are renowned for 
their platform games and this one 
should be a worthy addition 10 the line. 

There arc 15 screens, on each of 
which you have Eo collect three \re 
source' blocks by pushing them onto a 
matter transporter. The blocks appear 
one a I a Lime and, as usual , there is a 
wide range of monsters and obstacles to 
stop you. 

You can start at any one of the 15 
screens so it's a high score challenge. 
This does have one advantage: you don't 



suf fer the frustration of mastering the 
first screen just to be killed off in the 
next. 

Also, it's not a matter of passing over 
objects since you have to move the 
blocks around the screen. 

You cannot jump, so your only way 
up is to stand on top of an erupting 
volcano which will boost you up to the 
first platform you come across. You can 
also travel up by using a red escalator 
which moves automatically, so watch 
out for dangers at the top before you 

decide to use it 

Fortunately, you are allowed to fall 
any distance in pursuit of your blocks 
but a missed step may have you trying to 
hoist yourself up to the tup again. 




CAMIl BACKPACKERS GUIDE TO THE 

UNIVERSE 

MACHINE; SPECTRUM 48K 



CONTROL: JOYSTICK 

FROM: FANTASY, £7.50 
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The scenario pits Fantasy's hero Ziggy 
against the infinitely evil S earth ax' who 
has found the Great Plug of the universe 
and is Lhreatening to send the whole of 
creation down the drainpipe. Ziggy 'a 
not the sort to take this lightly. He 
accepts the challenge to tackle S earth ax 
- but he only has twelve hours to do so. 

Arriving on the planet of Thai lis he 
has to assemble a hit squad of creatures. 
Details of these are found on the flip 



side of the tape in the Backpackers 
Guide. They include such weirdos as the 
schizoid Double Headed Emu of 
Thwark. the paranoid Googly Bird and 
the disgusting Snotloid. 

Ziggy'S backpack is singularly capa- 
cious: he can store all eleven critturs at 
the same time. Unfortunately they don't 
all rub along together very well - they 
may eat each other -and they all require 
different diets. Working all this out, as 
well as finding Lhem, is whai this first 
part of the projected Backpackers trilo- 
gy is ail about. 

Thallis consists of a huge under- 
ground maze, with lots of colourful tlora 
- but fauna is a little thin on the ground. 
As Ziggy goes hovering around he has to 



CHBSafflOH^ 





BQlHDBftiaH 




H 



OB,'/ 



PICIGk H I T 




) 





□I A 




n-J =3- 




Lode Runner 

This title was a big hit some time back in 
America and Software Projects have 
been trumpeting their release of it in 
Britain as a Major Event, guys. 

In essence it's very similar to Space 
Panic. You run round a network of 
(adders and platforms collecting gold 
nuggets and steering clear of a gang of 
chasing men. You can dig traps for them 
to fall into at a touch of a fire button, but 
unlike Space Panic you can't then have 
the satisfaction of stamping them out of 
existence. You simply secure yourself a 
few moments' reprieve. 

What Lode Runner does have are a 
few extra features such as invisible trap 
doors - and more importantly 150 dtffc- 
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The monsters enme in all shapes and 
sizes, from enormous dragons blowing 
fireballs to yo-yoing spiders and dipping 
ducks. Many of these can be disposed of 
with your handy rime delay bombs 
These will only destroy the beasts so it 
won't matter if you drop on 
accidentally. 

As with any platform game there 
different Qoors and this one has 



As with any platform game there are 
different Qoors and this one has an 
extending platform which flashes and 
then disappears. All this means that 
most screens require good timing to 
complete and with the time limit on 
each one you arc continually under 
pressure to act ** 
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shoot aliens: but these arc fust 
rudimentary balls and become very bor- 
ing indeed. Even worse , there's no 
sound at. all in the program. 

This is not a game which you could 
call exciting. It requires patient explora 
Lion, map-making and note-taking in 
order to work on t the various combina- 
tions of animals you can carry. The 
absence of sound is a disappointment, 
as is the fact that Ziggy's backpack is not 
yet convcrtabJe to submarine or buggy - 
we'll have to wait for parts two and three 
for that. 

Backpackers is not going to give 
instant fun, and will appeal more to 
those with time and tenacity to spare. 
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rent screens, although the Spectrum can 
only hold 75 at a time (the rest are on the 
other side of the tape). 

The program also allows you to design 
your own screens (although it doesn't 
tell you how]) and to switch the ordi^r of 
existing screens, a considerable boon 
when you're bored with the first half- 
dozen. 

The graphics are very ordinary, with 
tiny, single -character size men chasing 
each other round. But this has corn- 
pensaLions in that individual screens 
can be made far more complex. 

My one gripe with the game is that 
there isn't enough variety. Once you've 
solved a few screens^ the rest don't have 
much new to offer. 

On the other hand the vast size of the 
game can give you motivation enough to 
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keep tackling screens. Itnock off two an 
evening and the game will still take 11 
weeks to complete! 

The play is by no means easy, It s easy 
to get trapped, and the large number of 
gold nuggets on some screens take a lot 
of collecting. 

Tve never seen Lhe Commodore 64 
versions^ so 1 can't compare them, but I 



suspect it's even better — Ariolasoft Eire 
releasing it in this country 

Meanwhile this Spectrum version will 
do very nicely, thankyou. 

The programmers at Software Pro- 
jects tell me they haven't stopped play- 
ing in weeks, Chris Anderson 
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GIFT FROM THE CODS 

"The Power of Destiny' 

• Number 1 Blockbuster from the "MEGA TEAM ' 
• Spectacular arcade - adventure played in a multitude of ways 

and at many different levels. 

• watch the Secrets of the Labyrinth unfold as our Hero, ORESTES, tests his skill 

against the power of COD and man. 
# stunning animated graphics take you beyond time . . . 

into the "fifth dimension ". 

• "INTELLIGENT" controls allow ORESTES to perform an astonishing repertoire 

of feats from the command of joystick or keyboard. 
# Discover the key to "AGAMEMNON'S puzzle, through the power of 

intrigue and illusion! 

Ocean Software is available from selected branches erf: WOOLWORTH, \\ \{SMt J H . \!^: *J£M3!SS. LASKTS Rumbelows. tfiffflff^T 

Spectrum Shops and all good software deafens. I radc enquiries welcome. 
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CAMEl STAR E G GS 
MACHIMli COMMO DORE 64 
CONTROL! JOYSTICK 
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A tracking game this... cracking, ..get 
it. ..oh never mind! Star Eggs is an 
original game from Mirrursoft which 
combines a shout- 'em-up with a plat- 
form game. Creatures from outer space 
arc heading towards earth intent on 
destroying it. 

Before you can get to the eggs, you 
must destroy the guardian ships - there 
is one on each screen This done you can 
enter the incubator. 

To manoeuvre around the platforms 



there are Ladders and sloping escalators, 
and on the later levels, steps. There is a 
transporter lift on the left hand side of 
the screen to get you up or down. 

There are also guns around the screen 
which you can use to shoot down the 
occasional monster which hatches. But 
the aim of the game is to bash the egg 
over the head before it hatches and 
releases its space-ship, 

Control of the characters and the 
various machines is with the joystick 
and, although this may sound hard ? it is 
just a matter of positioning and then 
pressing ihe fire button. 

ff eight space -craft hatch and escape 
the earth will be destroyed before your 
very eyes Less than eight and you wil! 




GAME! JET BOAT 
MACHINE; BBC B 
CONTROL; KEYS 



PROMl SOFTWARE INVASION H £7,95 

It looks like toy land when you first see 
the boat {jet or not?) ready al the starL 
but in this Pole Position for boats you f re 
racing against time. 

T found it incredibly difficult, lo man- 
oeuvre my craft for some time : hut when 
1 finally mastered the technique ... J still 
wasn't very good at it! 

After each lap you complete there's a 
little sailors 1 ditty and you're off on the 
next lap. Motor chugging away, this time 
you're faced with more hazards, and 
they keep breeding with each lap of the 
river. 

Marker flags, coiled serpents, ducks, 
rocks, sail boats and even alligators 
attempt to make your passage that much 
more difficult, 
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FROM! SOFTWARE P ROJECTS, £7.95 

Software Projects seem to have the 
uncanny knack of producing more and 
more platform games. Tins is another 
one. 

For those of you not looking for 
original, entertaining stuff you'd do well 
to buy this. An endless amount of 
screens with ever increasing difficulty, 
and after you Ve completed eight, there's 
not a lot left to see, since they just repeal 
themselves again p and again . 



Little Lcdgic. the guy who's got to do 
all the climbing, has got a myriad of 
nasties to contend with, including sen- 
tient barrels (they'll be talking next!), 
meteorite storms and 'strange and peri- 
lous guardians', which comes in various 
shapes and sizes, 

The precious stones Lcdgie's got to 
get are all white, flashing and square, 
which makes them easy to identify with 
tor some of us eh? The rest of the 
graphical characters arc nicely detailed, 
but nothing exciting. 

TTie various ways in which you're 
attacked, have at least got some original- 
ity, such as meteors destroying the plat- 
forms as they fall. 



s HUNCHBACK 



MAC HI Nil AMSTRAD 



CONTROL: JOYSTICK 



;AMSOFT r £8.95 



1 never really understood why Hun- 
chback was such a hit with you games- 
ters, and this conversion hasn't brought 
me any nearer to solving the mystery. 

In case anyone doesn't know what the 
game's about, here's a brief summary of 
the scenario: Quasimodo must rescue 



his sweetheart Esmerelda from the cas- 
tle in which she is imprisoned. 

If that's the sort of thing that rings 
your bell, then you may like the game. 1 
found it pretty dull - like the graphics 
an d the sound . Pe ler Connor 
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The asterisk gives the game away h and a 
very good version of Q^Bert it is, too. In 
common with past incarnations ol the 
bouncing creature, L Er = Bert is a rotund 
fellow with an unpleasantly large hoo- 
ter. His only task in life is to bounce 
around the blocks of various 3D struc- 
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have a fighting c h ance of survi va t . 

The graphics are quite good, especial- 
ly the movement of yourself and your 
spacecraft But the 'monsters' float 
aimlessly once they arc hatched and 
then drift out of the incubator. A hit 
more action wouldn't have gone amiss. 

The sound though is brilliant. There 
arc three different tunes, al! of which 
leave you tapping your foot and hum- 
mi ng the tu ne for the rest of th e day. 

The ganie is unbelievably addictive - 
onJy a blown fuse should prevent you 
from continuing. Let's hope Mirrorsoft 
can continue to 'hatch out 1 more games 
like Star Eggs to keep us on the boil! ! ! 

Adrian Ggden 
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The land you pass also gains build- 
ings, cattle grazing, trees and mountains 
which all further the distraction. 

Bumping into the land (well, actually 
you seem to go through it J slows you 
down considerably. The ultimate dis- 
grace occurs if you run uul erf time on 
the course, The stop watch gives a tinkle 
and that's the end of that game. 

I felt 1 had to have just one more go r 
just to finish yet another lap, so 1 guess it 
was addictive. 

Toy town graphics, high score table 
and the rest, definitely u good tine for 
the family on wet Sunday afternoons 

Samantha Hem ens 
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There's a lot of noise going on in the 
background, a tune (wow) AND sound 
effects, Bui both, or either, of these can 
be shut off by simply pressing a key 
sheer luxury on the noisy Beeb, What I 
found interesting was Lhe fact that you 
could get tu the next level by pressing 

the @ key. If y° u do decide to pull this 
one h you'll notice your score goes up as 
if you'd finished lhe screen properly, 1 
managed to do all 100 this way - good 
s innit! 

Anyway, after all's said and done, a 
presentable platform job H which 
wouldn't look amiss on anyone's shelf, 
but might never get played. 

Samantha Hem en* 



GAMEl BLAGGER 



AMSTRAD 



CONTROL: KEYS, JOYSTICK 



ALL! G AT A r £7,95 



This game first appeared on the Com- 
modore 64 many moons ago, was con- 
verted to the BBC and became a PCG 
Hit and now finds itself reincarnated on 
the Amstrad in a very creditable version. 

There are twenty screens, repetitive 
music and what the blurb calls a vast 
array of killing nasties/ The blurb's right 
too. As Roger the Dodger, the red- 
haired burglar, you will be confronted 
by such gruesome sights as disembodied 
mouths champing at Lhe bit to devour 



you, homicidal sweeties, lunatic tele- 
phones and much more, 

Each screen is on arrangement of 
platforms, cunveyur belts and ladders. 
Roger has to work out how to collect all 
the keys before getting to the safe and 
reaching the next screen. It's nut easy. 
Graphics and animation are very good, 
but the musical accompaniment is tedi- 
ous. Nevertheless, a creditable version 
of the gam e. Peter Connor 







GRAPHIC & 






SOUND 




:j3H:;iMAi, TV 






LASTING INT/FRF &T 






OVtRAU 







tures, changing their colour as he goe*. 

Trying to stop him are Boris the 
gorilla - a smugly jubilant ape — and 
Coily the snake. For bonus points you 
can steal Boris's banana, hut this is a 
vety dangerous ploy as the hairy beast 
gets very, very angry. Cascading halls 
and a black hole appearing at random 
are other little difficulties l Er has to 
overcome. 

At the side of the structures are two 
transporter rings which provide a means 



of escape back to the starting point and 
can also be used to lure Coily and Boris 
to their doom. This game is an excellent 
Q*Bert eJone n with beautiful graphics 
and good sound. 

P trier Con nor 
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HORSE LOUD 
BBC 



CONTROL: KEYS, JOYSTICK 



l CENTURY, £7.95 
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For the producers of Rocket Raid and 
Snapper, I'd say this was a real come- 
down. Century claim it's tolourful, 
zany, fast and addictive but the proof of 
a game is in the playing. 

Colourful? Yes r but in a sort of 
chunky, unsophisticated way, and the 
gamcplay is in no way going to "glue you 
to the keyboard '. 

Zany? Definitely! You control a green 
blob with a white spike which even with 



a great deal of imagination doesn't look 
anything like a horseman. 

Anyway, the screen appears, with you 
(the blob) at the start and you follow a 
little track around until you reach the 
centre of the screen where the message 
you're carrying is to be delivered Once 
this is accomplished, you start all over 
again with different obstacles. 

These obstacles consist of water 
courses which have to be jumped, and 
foot soldiers who have to be killed. 
When you reach one of these on the first 
screen it dissolves into a larger repre- 
sentation of you and either your oppo- 
nent or water course, with the water 
being far more deadly. You then have to 
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CONTROL: KEYS, JOYSTICK 

FROM: MOOPOWER, £6.95 



Have you ever been chased by an 
Umph? No? Well it's no fun, 1 can tell 
you. In this Dig Dug-dcrlvativc (what a 
mouthful!) they're definitely out to get 
you. 

Taking the part of a wizard who's 
beautifully decked out in red with white 
spots, you dig your way around collect- 
ing eh err iey. Why he needs them is a 
mystery, bul as we know, wizard's ways 
Lire weird and wonderful, and ours is not 
to ask silly questions. 
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GAME; DEVIL'S CAUSEWAY 
!i BBC B 



CONTROL! KEYS 

FROM: WARLOCK SOFTWARE, £6.95 



| SOUND 
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The first and probably most important 
thing to say about this game is that you 
mustn't be deceived by the packaging 
and [he blurb. This game isn't a conven- 
tional arcade affair, it is a light-hearted 
educational package aimed at kids of 
abnuL 10 years old. 

You are bjtgt as a soul lost in Hell and 
you must move along the Devil s Cause- 
way if you wish to escape from the 
clutches of Satan and go free. Along the 



way you will encounter some rather 
strange people (servants of the Devil?) 
and these will try to trick you. This they 
do by setting you a problem. 

For example, Simon Summer w ill ask 
you to add up a string of numbers and 
type in the answer in a set time. Colin 
Crusher attempts to crush you with a 
crane and to stop him you musL find a 
letter on the keyboard. Lenny wants to 
kill you outright so you need to avoid his 
lightening and this is more a matter of 
luck than judge ment 

Bob has a Rloh and you must shoot it 
in under a minute or sacrifice a life Basil 
the Bomber is a raving maniac and he 
invites you to open one of three boxes to 
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l BBC B 



CONTROL: KEYS 



; SOFTWARE PROJECTS, £7.95 



This one was written by Mat Newman, 
author of the excellent Fortress howev- 
er Ewgeebez bears no relation to that 
game. 

You guide a space craft round a maze 
ol which you can see only a small part at 



any one time (it s 100 screens big). Your 
aim is to pick up 12 crystals which will 
allow you to escape the maze. 

Hassling you en rouLe are a series of 
n as lies, some of them of intriguing 
design, but usually you can blast them 
out of the way. 

One which is pretty hard to get past 
spends its time chucking explosives all 
over the place. Another sends out po- 
wered probes in two di recti cans, and you 
have to time your app roach and shoo I 
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kill or jump and if you manage it you re 
back to the track and on to the next 
obstacle, Simple, 

The nasty little foot soldiers (yellow 
blobs with spikes) appear in several 
different locations. With a bush, without 
a bush and with a bridge, but this 
doesn't make much difference to the 
gameplay since all you have to do is 
shoot them with an arrow and carry on. 
In later levels, you even get two or three 
of them attacking at once. 

Alter you've managed to pick up the 
rather obscure keys and work out what 
to do the game becomes rather easy, if 
not boring and you begin to wonder why 
y uuft? bu there ng. Saman lha Heme ns 



This member of the magical fraternity 
carries with him a crystal ball which, in 
desperation, can be thrown at the 
marauding Umphs, 

Also strewn around the screen arc 
red, juicy apples which can be toppled 
or pushed onto any close pursuers 

After wandering around the screen for 
a bit you may find that the baddies home 
has turned into a succulent hamburger 
and if you eat it the screen turns red and 
the Umphs will be frozen in their tracks. 

This h all very well, but when the 
Umphs are held at bay, the Maras must 
play and these blue blobs with piggy 
yellow eyes are just as mean as the First 
lot of nasties, However, you do accumu- 
late points for the seemingly pointless 
tactic of holding off one lot just to face 
the other. 

Not a lot changes from level to level, 
except the colour of the screen and the 
nastiness of the monsters. There's the 
option of listening to the musical ditties 

see if it contains a bomb. This is a matter 
of either pure luck or clairvoyance. 
There are a whole host of further freaks 
to be found, 

As a game, Devils Causeway isn't 
outstanding, in fact if it was being sold 
purely on the strength of its game play 
you could guarantee that the manufac- 
turers would have quite a few copies left 
over. However, the strength of Devil's 
Causeway is not as a game tor home use 
but as an educational tool in primary 
schools. It is a valuable program that 
tests memory skills, mental arithmatic 
and keyboard familiarity in a way which 
is relatively enjoyable and not intimidat- 
ing or pa tr o ni sing . Rob Pa trie k 
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played or blissful silence as the little 
wizard trundles around Ihe screen. 
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carefully. The background graphics, 
however, are much less interesting. 

I really enjoyed playing this game and 
found my fingers itching to map h out. 
The only thing is r I don't think it would 
take that long to solve. ChrU Anderson 
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COWTBOLt KEYS, JOYSTICK 

FROHfc S OFTWARE PROJECTS, £7.95 

There must be a thousand and one 
games like this on the Beeb, You move 
round a maze collecting keys and trea- 
sures r but dodging or shooting [he 
monsters 

Some monsters turn into olhtT nions- 



^rs when hit. Standard graphics and 
Sound. 

In my view, Software Projects should 
really have put this in their cheapo 
range 7 then it may have been worth it 

Chris Anderson 
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NOT FOR 
PEOPLE WITH 

HIGH BLOOD 
PRESSURE! 



atch out for them— 
these four new games 
could be dangerous to 
your health. And, as 
they're from A'n'F, they're 
second to none, calling for 
a level of skill that's 
bound to set the adrenalin 
racing. 





SPECTRUM 48k CYLON 

ATTACK — Now with better 
han ever isometric perspective 
graphics (3D). £5.75 

BBC 32k SNARL-UP— Sheer 
bumper to bumper frustration 
and only five chances to hit the 
fast lane. £6.90 

COMMODORE 64 GUMSHOE 

—One bleepin' obstacle after 
another stops you reaching a 
gin" who needs you — 
desperately. £7.90 
SPECTRUM 48k ALPHA-BETH 
— The brain teaser that makes 
it doubly difficult for you to give 
the right answer. £5.75 
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AfitF Software, Unit B, Canal Side Industrial Estate, 
Woodbine Siwt East, Rochdate, Lanes OL16 5LB. 
Telephone: 341111 



-2V 





ORIGINAL SOFTWARE DESIGN 



i. 



— r - 






Attack 8l Revenge 
the Mutant Camels 
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AVAILABLE FROM W.H. SMITHS, BOOTS, WOOLWORTHS AND MOST COMPUTER RETAILERS OR FROM 
LLAMAS OFT 49 MOUNT PLEASANT, TAD LEY, HANTS (TEL. 07356 4478) SAE FOR CATALOGUE & NEWSLETTER 
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G AMli CATE G-ORIC 
MACHINE! QRIC 
CONTROL* KEYS 



FROM: NO WVN S LAND, £7.95 

Despite being in the middle of the 
Pacific ocean you can stay remarkably 
dry with Caieg-oric, which apart from 
being a clever title has nothing to do 
with the game. 

In your unspecified warship you have 
to cruise around the sea looking for 
submarines and ships to sink while 
trying tu stay mtact yourself. To aid ycau 
in your ta&k you have five main controls. 

Pilotage shows you your speed s direc- 
tion asdic, radar and pump situation. A 



more detailed account of your ship's 
status is also avail able telling you what 
enemy shipping you have sunk so far 
and what stale your own vessel is in. 

Larger, more informative displays of 
your asdic (submarine lot^tur) and 
radar can be used to target your 
weapons on the enemy. 

You can use depth charges and gre- 
nades on submarines and cannon on 
other ships. You can also blast planes 
out of the sky with your machine guns. 

For subs and ships you first need to 
find the enemy vessels' courdi nates via 
the asdic or radar and then launch your 
attack, which in the case of the ships 
also has to be targeted by a screen 
cursor. 



You can come under fire from all the 
opposition and, if hit by a sub ? $ torpe- 
does, you need to quickly gel tu your 
bailing and fire pumps to save the ship. 
Four leaks or four fires and you'll be on 
your way to the bottom. 

The game is very fast moving and 
much quicker than even a real time 
simulation, so there's always plenty of 
action. Unfortunately it is sometimes 
too fast and you have little chance to 
intervene as you arc sunk yet again. 

The sound effects arc loud and dis- 
tinctive and add to the pressure of the 
game. 

All in all, if you've got a limited 
amount of money, there are better 
games around. Bob Wade 



_i ICE CASTLES 
MACHINE; DRAGON 



CONTROL; JOYSTICK 



FROM: MICRO DEAL, £3,00 



Cfysial Castle from the arcades is mak- 
ing its debut this month on both the 
Beeb and the Dragon, although this Is 
not as good as the BBC game 

The scenario is as usual, with Bently 
Bear in the castles collecting gems while 
being harassed by monsters who are 
either after him or the precious gems. 

Each castle is made up of three- 
dimensional blocks which form stair- 
ways, platforms and paths, all littered 
with gems. 



The castles can be confusing though 
because you can go down a pathway 
behind a wall but your figure remains in 
view. Until you visualise the perspective 
he appears to be wandering about in 
thin air This can be very disorientating 
even if the hidden paths are handy for 
esc apin g fro m the nasti es 

Gem eaters. Berth ilda the witch, trees 
and bees are ail very bad for Bently s 
health hut can be opposed with the use 
of a magical hat. It appears from time to 
time and you can pick it up, making you 
invincible for a time. 

To complete each screen you have to 
gel all the gems but since the beasts can 
eat them as well vou have to claim the 



last one yourself lo get the bonus. 
Bently's hunger for honey also brings 
dividends, grabbing a honey pot for 
extra points, 

Other useful features in the castles are 
lifts which can get you to out-of-the-way 
gems and special doors which, if you 
can enter them, will lake you to a higher 
level. 

The sound effects are very good, sav- 
ing the game from total disaster, but 
wh u buys a game j ust for the sound ? 

The main problem with the game is in 
the control. When rushing around : the 
joystick seems to take on a mind of its 
own and automatically whips you round 
co rners and ob stacl es Bub Wa de 
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Trouble in 
Store 

1 his is the first Oric game Ive seen that 
comes anywhere near providing the sort 
of challenge and fun given by arcade 
adventures on the Spectrum. 

The game takes place in a department 
Store called Harridges, a name which 
the Oric announces in its gruff tones 
when you begin play- You are the new 
store manager and your first day at work 
has been so hectic that it has left you 
with horrible nightmares: your attempts 
to empty the cash registers are constant 
ly frustrated by hostile goods from the 
store's 32 departments 

On each screen you first have to 
collect the key before you can get lo the 
till. This usually involves getting to I he 
top oi the screen for the key, back to I he 
bottom for the till and then back up lo 
the top to exit to the next department. 
All the time your : pro mot ion prospects' 
are diminishing and may even drop so 
low that you die. 

Controlling the manager is very sim- 
ple: left, right and jump. And here we 
must mention a rather curious feature of 
the game you can take off from thin 
air! This certainly makes things a lot 
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the Oric's loudspeaker. 

While Trouble in Store might not give 
Jet Set Willy any trouble in a Game of 
ous times you will be squashed by an the Year contest! it s certainly one of the 
, blasted by a trumpet, savaged by a best and most enjoyable games to have 
^se and annihilated bv the nets. anncarod nn the Oric in recent months. 



easier, but does seem to be bending the 
normal rules of such games. 

Each of the 32 screens h a different 
depart rnenl with the normally docile 
consumer durables on the rampage. At 
various times you will be squashed by an 
iron, blasted by a trumpet, savaged bv a 
cheese and annihilated by the pets. 

Graphics and animation are excellent 
and the sound makes very good use of 
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best and most enjoyable games to have 
appeared on the Oric in recent months. 
Let's hope Orpheus can keep up the 
standard in future releases. Pete Connor 
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Goad calaurfy t graphics add to rha fun 
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TAPPER 



El COMMODORE 64 



CONTROL: JOYSTICK 



US GOLD, £9 95C, E12.95D 
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The action's so frenetic in Tapper that it 
comes as a surprise when you notice 
th at al I you Te di spensi ng as t h e ba rm an- 
hcro is soda. If it s non-alcoholic, why 
arc all those people rushing back so 
quickly for more? And then you realise 
that this micro version of the recent 
arcade game has been cleaned up for 
home consumption. In those dens of 
iniquity the liquid foaming out of the 
taps was beer. 
Whatever your poison, though, the 



game's very attractive graphically and 
can prove frenetically compulsive to 
play. You take the role of an American 
bartender doing his best to keep his 
customers satisfied. 

On each screen there are four parellel 
bars running from J eft to right. At the 
ends arc the beer - sorry, soda - taps, 
where you, with your greasy hair and 
dapper white jacket, are positioned. 
You move up and down filling glasses 
and collecting empties with ever- 
increasing rapidity. 

The first of Lhe four screens is the Wild 
West saloon. Mean and thirsty hombres 
come a-stompin 1 in, their enormous 
moustaches quivering in an Lid pa Lion. 
You fill up and slinj> Lhe glasses— of soda 
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I BILLY BLU EBOTTLE 



SPECTRUM 



CONTROLS KEYS, KEMP 



POWER SOFTWARE, £5.95 



[sound 
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You are cast as Billy Bluebottle, sup- 
posedly the sophistics Led saviour of Lhe 
fly world, who as well as being remark- 
ably urbane and intelligent, is also gifted 
with 'Superblueboltle 1 strength. Unlike- 
ly? Certainly. Intriguing? Yes. 

From a |ames Bond style cassette 
inlay and loading graphic we find that 
the game is a simple looking platforms 
and lifts affair patrolled by men with 
aerosol cans and scattered with various 
objects such as a kettle, an old style 
cooking range, a telephone and what J 



suppose is a water pump. 

You must move Billy around in an 
attempt to rescue o fellow fly from the 
rapidly flooding basement. This you do 
by using Lhe lift to move between levels 
and eating putrefying food to sustain 
your super strength. 

You accumulate points by moving the 
various objects and knocking over your 
aerosol wielding adversaries. However, 
you must be careful not to block your 
route smee there arc fly papers hanging 
down and if one of the objects gets lined 
up with these you ean'tget past, possibly 
blocking your route to the fuod. 

Gene rally , Billy is a nice enough game 
with some fairly pretty graphics and a 
comparatively original scenario, 
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•AMI I WORLD OF FLIGHT 
MACHIHll DRAGON 32 

COWTEQli JOYSTICKS (2), KEYS 
FROM; MICROBE AL. £8,00 
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World 
of Flight 

Yes, it's another flight simulator prog- 
ram. This One T s a little bit different bring 
'view 1 orientated - this means that 
you're supposed to he able to tell where 
you are from the view out of the cockpit 
window. The landscape is shown using 
the presently popular wireframe 
graphics, looking remarkably simitar to 
the successful Aviator program on the 



BBC micro. 

The first problem you're likely to have 
with this game is the need for two 
potentiometer joysticks. The rationale 
behind this is that having throttle- 
rudder on the left stick and elevators/ 
ailerons on the right stick aids realism. 
This is all very well if you can Find two 
joysticks, hut wouldn't optional 
keyboard controls have been better? 

The area through which you can fly 
your single-seater push -prop plane is 
quite expansive, consisting of nine 
'worlds' in i±3 x 3 grid. Each world has a 




different type of landscape such as 
mountains, Panama city (hardly any 
buildings), Arabian Gulf and the Prac- 
tice Field, 

At the start of the simulation, and 
whenever you crash, you may alter the 
weather conditions and choose the 
world from which you'd like to take off- 
useful in case you can't keep the aircraft 
aloft long enough to get from one world 
to the next. 



CAME; HYPER VIPER 



MSX 



CONTROL: KEYS 

FROM: KUMA P £7.95 " 

This game somehow manages to be 
quite compulsive despite the many 
drawbacks it labours under. 



It's a maze game - or a vast labyrinth p 
game as the blurb prefers to call it. 

The figure you control is a half- 
orange, half-green head which has a 
voracious appetite. On the menu are the 
various vipers snaking their way around 
the labyrinth - gobble them up from the 
rear for a really tasty meal. You can also 



munch fruit for h onuses and consume 
the odd scorpion, 

Hyper Viper has very little in the way 
of originality or graphic interest - and 
the scrolling is truly horrible, especially 
if you choose a faster speed, Yet it is fun 
to play and gets very exciting after a 
maze or two. It's essentially Pac Man 
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- down the bar, pronto. If they don't get 
a drink before they reach the end of the 
bar, you are grabbed round the neck and 
get the same treatment as the glasses 

If you can clear the bar on this screen 
you move on to what the instructions 
call The Jock Bar\ British players may 
find this a little confusing, the title does 
not mean a wee snug of Scotsmen, but a 
place frequented by sporty young Amer- 
icans-jocks. 

The bars this time are outside and the 
customers, soda loving boys and girts, 
are more numerous, arriving in twos and 
threes. At this stage things can get busier 
than closing time at The Rovers Return 
and you 11 be dying for the bell to get 
these under-aged so da -boozers out. 



The two other screens feature a Punk 
Bar and Space Bar, this last doubtless 
frequented by aliens whose own 
planet's supply of soda has run out In 
between screens there's a bonus game 
where you have to decide which of the 
soda cans is empty after a nasty man has 
switched them around. 

Tapper is great fun to play and has 
genuine arcade standard graphics, plus 
some atmospheric music, Unfortunate- 
ly, it only has four different screens 
Despite the exciting action, this can only 
mean thai it can t rate very highly on 
lasting interest. Tapper might be one to 
stick to in the arcades, where you at 
least get to serve Budweiser instead of 
that si ddy s od a Pel er Connor 



GAME* ASTRO ATTACK 



AMSTRAD 

CONTROL? KEYS, JOYSTfCK 

fttOMi AM5QF T, £05 

Well, there you are in the lair of the 
Rigels, and what does it turn out to be? 
You guessed — a maze, The game's as 
boring as the setting. You potter around 
in your ship, shooting other ships. You 
move very slowly and the explosions are 
pretty dam p Peler Conno r 



GRAPHICS 



SC-LND 



ORIGINALITY 



[lastin^iwterest 



:')VE-*i4L 



I 5 



Though you won't find any startling!]/ 
original game concepts you won t end 
up bemoaning the lack of inventiveness , 
That's not to say you might not end up 
wanting to throw your Spectrum 
through the nearest window. The game 
is hard but perseverance will be re- 
warded. 

An interesting aspect of the game is 
the foreign language feature. Instruc- 
tions are provided in three Lingua yes - 
French, German and of course, English 
- and you are even told you are dead in 
the tongue you select. Does this mean 
that we are to beeome a nation of 
polyglots? Will we soon be able to say 
'joystick' in Swedish, Serbo-Croat, and 
Canton esc ? Ri>b Pa trick 
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The traditional screen layout shows 
your cockpit view at the top, and some 
instruments at the bottom. Ag^iin these 
could have been improved by being 
proper gauges instead of numerical 
readouts - this from somebody who still 
thinks digital watches are a pretty neat 
idea! 

The wire-frame graphics forming the 
panoramic view out of the cockpit tend 
to be very jerky, but are nevertheless 
very impressive. Use of the cursor keys 
also allows you to look up, down and 
sideways, so you needn't worry about 
missing those important landscape fea- 
tures. 

Though leaving scope for improve- 
ment, this is an extremely good flight 
simulation, and is well worth consider- 
ing. It offers all the normal features plus 
many extras . And now, if you would care 
to look to your left h we are passing the 
Dah Igre n To wer t . . Marcus J ellery 




crossed with Snake: 
games never die. 



good computer 
Peter Connor 
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MACHINES MSX 
CONTROL; KEYS 



encroaching flames. Graphics and 
sound are un interest! ng, Peter Connor 



KUMA, £7.95 



This is a very dull game indeed. It's a 
ladders and platforms affair in which 
you have to rescue cute mice from the 
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SOFTWARE 

A game of distinction \jy from British Telecom 

WELLINGTON HOUSE. UPPER ST. MARTIN'S LANE, 
LONDON WC2H 9DL TEL: 01-379 6755/562G 




A story of high drama and daring daada from th^ annate oi out hero BEAR GEOflGi - 
can you halp him survive 'unbearable 1 hazards In the torest and deep ooM ol tha 

mountains, and than live through hibernation? 



SPECIi 
EDITION 

for 

OMMODORE 64 
Available Now! 




(Graphics shown wbam wi «on Spocavn 4ftt ww.) 
* Suparb animation and graphics • Joystick ocrapatibto (Cheetah fl AT,, K&mpaton, Morfans t and 2) 

• fhrift~m auqvlaa lor tha raal gkraons amongst youl 

Available NOW on the Spectrum 48k. price £6.95 PLACE YOUR ORDER NOW! 



Available at good software shops or by sending cheque/ P.O. for £6.95 to: 
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s FORT APOCALYPSE 



s COMMODORE 64 
JOYSTICK 



US GOLD, £9.95 



The first thing to be said about this gamp 
is that's it's not easy. Not thai you'd 
want it to be, but I found it infuriatingly 
hard to get the hang of. Once you've 
done that though, you're faced with an 
excellent shoot -'cm- up /pick 'cm -up 
that has something of Scramble, Bine 
Thunder and Chopiifterm its ancestry. 

Your mission involves flying along a 
jagged landscape to the portals of the 
Draconis caves, entering the depths, 
rescuing 18 stranded men and, finally 
destroying the dreaded Kra It bans' Fort 



Apocalypse. 

You start off by fuelling your helicop- 
ter- and a very generous helping you got 
too. Using your Navatron - a radar 
screen at the top of the display - you 
blast your way to those cave doors. 
Androi d -controllc d rob o-chop pers 1 
will confront you in the air r while on the 
ground the Krai than tanks emit a stream, 
of deadly, guided drone missiles. These 
things are very tricky to avoid, and the 
tanks themselves can only be destroyed 
by a direct hit on their tracks, 

Jf you can survive all this stuff flying 
around, you can bomb through the cave 
doors and enter the underworld. On the 
first level you must rescue nine men 

On the next level down, the Crystal- 
line Caves h you have to rescue a further 



nine men before you can get through to 
what the program notes refer to as 'the 
heart of darkness, Fori Apocalypse it- 
self, which is destroyed by one l welh 
aimed missile from your rocket copter/ 

Underground there are the same dan- 
gers as above, but they are fewer in 
number. However, you are now faced 
with a series of shields, doors and 
dangerous chambers. Figuring out how 
to deal with these requires as much 
effort as getting into the caves in the first 
place. 

Fort Apocalypse is well -presented, 
but suffers from flickery graphics and 
less than sum nth scrolling. But, despite 
these drawbacks, it will give a loi of 
pleasure to tappers of the old school, 

Peter Connor 
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9AME: AD INFINITUM 



GAME! COMBAT LYNX 



CONTROL: JOYSTICK , KEYS 



FROM: SOFTWARE PROJECTS, 



MACHINE: COMMODORE 64 
CONTROL: JOYSTICK 
MRCI-HP, £8.95 



MACHINE; COMMODORE 64 
CONTROL; KEYS 



FROM; DURELL, £8.95 



A conversion from a Spectrum game 
with some novel ideas but not really 
enough interest to keep you at it for very 
long. Some nice graphics in the mons- 
ters, but very repetitive sound, 

Peter Connor 



Just think of it, 256 different attack 
waves in this shoot-'em-up! Sounds 
great until you realise that there arc only 
ahout six different atfact PATTERNS - 
and even these aren't very impressive. 
Pretty bori ng C h ris And crson 



Not as good as the Spectrum version - 
which we made a hit in November. 
Without the spectacular 3D effect, to 
spur your interest, the awesome com- 
plexity of the simulation is likely to 
prove too much. Chris Anderson 
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Spy vs Spy 

This is a game based entirely on a comic 
strip that appears in the popular Amer- 
ican magazine Mad. In the cartoon, two 
spies are forever feuding using bombs, 
dynamite, guns and other deadly uten- 
sils to defeat one another, and walk off 
with the secrets. 

Beyond are marketing this game 
which faithfully reproduces much of the 
exciting action between the White Spy 
and the Black Spy- 
Sounds interesting? Here's how it's 
done: Firstly, a special routine has been 
developed to allow both players (the 
two spies} to see exactly what the other 
is doing. 

There are two major options: two 
human players, with two joysticks, or 
one player against the computer, which 
has a variety of intelligence levels. 

The basic idea of the game is to 
control your spy, finding the four secrets 
and the briefcase in which to carry them. 

They are scattered around an embassy 
of between six and 32 rooms, and are 
hidden in a variety of places, behind 
TVs, pictures,, Dling cabinets or numer- 
ous other objects in each room. When 
all are collected, the spy must find the 
special exit-door and from there he is 
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taken to the airport, where a plane is 
waiting. Off he 200 ms! 

Thus, the winner of this duel is deter- 
mined. 

But greatly complicating this 3D 
arcade -style exploration game (what e 
mouthful!) is the presence of each spy's 
'trapulalor. This allows each spy to sel 



any one of six traps by two quick presses 
of the fire burton. What is more h the 
spies can also have sabre-fights with 
each other - ouch! When one of the 
spies is killed, either by trap or sabre, he 
becomes an angel and floats gently 
upwards! 
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is SKYLINE ATTACK 



MACHINE: COMMODORE 64 

CONTROL: KEYS, J OYSTICK 
CENTURY, £7.95 



This program comes on a superb fast 
loader. It actually allows you to play the 
old arcade game Snake while you 1 re 
waiting for the load to complete. 

Skyline Attack is a fairly rudimentary 
shoot- p ein- up, in which you fly an air- 
craft along a horizontally scrolling land- 
scape. You can fly in both directions, 
and the landscape wraps round, giving it 
a similar fee I to Virgin's Falcon Patml. 

What makes this different is that the 
landscape is made up of a series of 



well-known city skylines, London in- 
cludes an extremely recognisable Lon- 
don Bridge and St. Paul s, while Paris 
has the Eiffel tower r and so on. 

To see the rest, you have to shoot 
aliens followed by the fuel pods they 
give off. These then form crystals which 
you have to try to collect Each Lime you 
do, you move up an attack wave, and 
your landscape expands. 

There are some nice touches - like the 
giant frogs attacking Paris. Revenge tor 
all those amputated frogs legs, I sup- 
pose, A pleasant enough game, and 
certainly pretty to look at. But I m afraid 
to say, I preferred the free game of 
Snake . Chris A n ders on 
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[n fact, the only real limiting facor as 
far as spies are concerned is the time- 
limit: dying merely subtracts from the 
time left. 

The split-screen gaphic^ are very good 
- watch the spies laughing - and in the 
background a tune plays menacingly, 
The game is great fun when played with 
two people, and becomes a battle of 
wits[ The trapulator is VERY handy, I 
find. 

However, T have a slight reservation 
in that the game might seem too difficult 
if only ever played with one joystick 

It is really hard going playing against 
the computer and you'll be lucky tfyou 
win any bouts of combat. But its worth 
the investment for a second! 

Richard Patey 
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The Staff of 
Karnath 

My first reaction to I his game was one of 
slight disappointment. We d been ^vait 
ing so long for Ultimate to release a title 
on the 64 that the pictures whieh finally 
appeared on screen seemed a slight 
an ti -climax. 

The main character. Sir Arthur Pen- 
dragon. and most of the ghoulish crea 
lures he faces don't have the same 
graphic brilliance of their equivalents in 
U Id mates Spectrum titles. Although 
nicely animated , their shapes seem a 
little unclear. Yet once ynu get into it, 
the game is superb. 

The idea is familiar. You have to 
explore a castle to find 16 pieces of a key 
or 'pentacle\ Each of these mual be 
taken, one by one, and placed in an 
obelisk. Once the key is complete, it will 
allow you to destroy the evil staff hidden 
by the ancient sorcerer, Karnath. 

The game 1 s most striking feature is the 
way you explore the castle. The rooms 
are depicted in 3D and also link up to 
each other in 3D, So a room may have 
doors to the left and right, front and 
back 1 and also stairways up or down 

The rooms look extremely realistic, 
built out of solid stone-work and fur- 
nished with tables, four-posler beds and 
other suitable items. There are, 1 under- 
aland, only about 40 locations, but some 
of them are larger than the size of a 
single screen and almost all contain a 
vile resident creature. 

The horrors include skulls, vampires, 
spiders, snakes, witches, ogres, giant 
toads, ghosts, and hooded monks. And 
the sound effects which accompany 
each one are very spooky. Don't play 
this game alone with the volume up high 
-it'll scare you to death! 

Your main weapon against the evil 
creatures is a magic ring which gives you 
access to a dozen different spells with 
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names like Barracata and Ibrahim. Only 
one spell has an effect on any one 
creature, so you have to find the right 
one by repeatedly pressing a key to 
change the spell, and then firing at the 
creature. 

It's important ynu work out what 
each of your spells is for, because at the 
end you have just one chance to use a 
spell against the staff - probably one 
which you've found no other use for. 

But you may have to play the game fur 
some time before you discover how to 
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use some of the mure exotic features 
such as flying carpets and secret com- 
partments. Without these you'll never 
collect a II the parts you seek. 

J guess it's fair to say Staff of Karnath 
isn't going to hook everyone. But 1 
found it an impressive piece of software 
with enough depth, variety and orginaL 
ity to keep me exploring those haunted 
halls f o r h ours , Chris Anderson 
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In space no one can hear you scream 
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You're hunched over your trusty Cum 
modore late at night. The lights are low. 
your eyes arc glazed, when suddenly, as 
if from nowhere, a blood-chining voice 
rings out: 

*AHA! ! ANOTHER visitor!! Stay a 
while... Stay .^FORRVER!' 

You grip the joystick fiercely . . . On 
the screen a man leaps from an elevator 
shaft and runs down a lonely corridor, 
his footsteps ringing out through the 
empty building. Ahead of him lies an 
incredible test of endurance, imclli- 
geriee* mid agility in a battle for I hi- 
survival of the human race . . . 

Yes, you're playing impossible Mis- 
sion. YouVe been playing it n on stop 
for the last tight hours. You're tired, 
you're tense but oh boy - are you 
hooked I This game has it all. Brilliant 
animation, superb speech synthesis, ex- 
cellent graphics, and one of the most 
difficult, thrilling scenarios ever to flash 
a cro ss yo u r TV sc re en . 

Here are your orders: Eivin Mindben- 



A Tht pi-ft flop] and the computer display 
( bclta m) 

The re □ re &2 ra-oms pat ked wil h death 
dealing robots 



der, computer genius, has huilt a vast 
underground stronghold, comprising 32 
chambers all patrolled by intelligent 
robots. From this stronghold, he has 
succeeded in breaching the security of 
military computer installations and is 
about to trigger off Worid War III 
single-handed. 

As Agent 4125, you start your mission 
in a lift, suspended above an empty 



shaft. A hideous voice sneers out a 
welcome, and then you tug on Lhe 
joystick to start the lift on its descent. As 
soon as it reaches a floor it stops and you 
leave the lift to run towards the first 
chamber . , . 
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Al Lhia point, if you've never played 
the game before, ysiu'll probably be 
gasping at the quality of the graphics 
and animation. This guy reully RUNS 
he bounds down the corridor with all 
the spring and confidence uf a rc^l 
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athlete. Even the sound of his footsteps 
i s aston ish i ngly realis ti & 

There's no doubt about it, the visual 
effects on this game are absolutely un- 
beatable, If games improve much more 
on this then no-one will watch TV any 
more, they'll just load up a program 
instead, 

But there's more to come . . . Once he 
reaches the first chamber, vour hero 
finds himseJf confronted by a collection 
of platforms, patrolled by excellently 
designed robots, which he crosses by , 
wait for it . . . executing the most perfect 
somersaults you 11 ever see outside a 
gymnasium! 

Bach room in the complex is joined to 
the others by a network of short pas- 
sages and lift shafts. The lay-out is 
different each time you play. The ruonis 
serve different purposes for their owner 
- some have beds in r others have desks, 
or banks of computer equipment and 
consoles. Some platforms are joined by 
lifts and most are guarded with frighten- 
ing efficiency by robots. 

Your task is to search every item of 
furniture and equipment for a scries of 
puzzle pieces, which once collected and 
correctly assembled will enable you to 
break into Mind bender's network and 
save the world. Different items of furnr 
lure require different amounts of time to 
search and this is indicated by a little bar 
displayed above your head (hat shortens 
as your search ncEJrs its end. 

Often you'll come away unrewarded, 
but sometimes you'll pick up a piu/.k 
piece, or perhaps a special control code 
that will enable you to freeze the robots 
in a room or reset the lifts (essential If 
you've fallen from a platform and can't 
get back up again). 

Just getting the pieces is difficult 
enough. Although all the robots look 
remarkably similar, they all behave dif- 
ferently. Some have regular movement 
patterns, others irregular, Some fire las- 
ers, others don't. Some even stand there 
looking threatening until you approach 



Playing Impossible 

Mission 



Although the principle of this game is 
beautifully simple, the challenge is 
enormous. The limited time avail- 
able, combined with the fact that the 
game is different each time, makes 
game -play complex and compelling. 

First you need a good 'maze-sense' 
to cover the 32 different rooms using 
the most efficient route. You also 
need to develop a good knowledge of 
robot psychology, and make efficient 
use of your 'snoozes 1 (which tempor- 
arily freeze the robots) . 

Second, you need razor-sharp 



them, whereupon you realise that 
they've broken down! Others PRE- 
TEND to have broken down, but if you 
get too close. . . 

In between rooms, you can use your 
network computer which displays a 
map of the underground network, the 
amount of time you have left, and - if 
required can display and sort out the 
puzzle pieces you have collected, with a 
bit of help from yours truly of course. 

You can also usu [he computer to hulL 
the game bdu-ceu rooms and even to 
call for help, whereupon you will re- 
ceive guidance on the construction of 
the puzzle and whether or not you need 
more pieces. There is, however, a time 
penalty for using the helpline and also 
for being killed by robots or falling 
through holes in the floor (accompanied 
by a horribly realistic cry of despair), 

Some screens feature a vast computer 
console laid out rather like a chess 
board Operating the console will re- 
ward you with a series of musical tones 
associated with different Hashing 
squares. A hand then appears on the 
screen, which you must use to point to 



reflexes and careful jump judge- 
ment 1 . You may have an infinite 
number of lives, but you lose a lot of 
lime if you get killed. Finally, if you 
succeed in collecting all the puzzle 
pieces, you need a fast, analytical 
approach to arrange them in Lhe 
correct order before the time runs 
out. 

Rut the real joy of this game is that 
even if you don t get very far, playing 
it is still tremendously exciting and 
highly addictive So get to it, games- 
ters-prove it's not Impossible 7 ! 



the different squares in order of ascend 
ing notes. Do this correctly and you are 
rewarded with a bonus control code. 

Every room requires different tactics. 
Some rooms have no furniture at all, 
others are patrolled by a giant beach ball 
that kills on contact, others involve 
careful use of lifting platforms to reach 
the most promising areas. You have an 
infinite number of lives, but the more 
you get killed the less time you have to 
complete the game. 

The speech is superb. Sometimes, on 
entering a room, the computer will greet 
you with the icy words 'Destroy him, my 
robots'. Other nice touches include a 
hi -score table that saves itself automati- 
cally on the disk version and the way the 
game is arranged completely differently 
each time you play. 

impossible Mission has the graphics, 
the animation, and the speech that 
youve always dreamt of. This truly 
brilliant piece of programming will keep 
you running and somersaulting through 
the nighty every night, for many nights to 
come. 

Steve Cooke 
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CAVE FIGHTER 
MACHINE: COMMODORE 64 
CONTROL! JOYSTICK 
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FROM: BUBBLE B US, £6.99 

Tliis game is a great disappointment. 
The packaging trumpets its virtues as l an 
all action, jumping, climbing and shoot ^ 
trig game with 31 different caves to 
explore/ 

What you don 1 ! gel lold is that the 
configuration of the caves is very simi- 
lar, with only colours and the number of 
aliens changing. This might be forgiv- 
able if there were some outstanding - or 
even merely good - gameptay to be had . 

Unfortunately, these caves are far 



from exciting places. Up ropes and on to 
ledger you go - buL why? The game 
doesnt provide any kind of scenario, or 
even a name for the character you 
control. You can 't help feeling that 
someone messing around in caves full of 
aliens should be left to his own devices. 

Movement takes a while to get the 
hang of. You lose a life if you walk into 
any area of raised ground, which some- 
Limes makes it difficult to position your- 
self correctly under a rope. Jumping is 
easy enough once you've realised that 
you must keep an eye on the strength 
meter and keep it up for the high jumps, 

The aliens arcivt a bad-looking 
bunch; some whirr rotors, some crawl 
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GAME; RAID OVER MOSCOW 



h COMMODORE 64 
CONTROL: JOYSTICK 

US GOLD, £9,95 



ZAP Lhose Reds right where it hurts tnc 
most! DROWN in a tidal wave oi Amer- 
ican patriotism, paranoia and propagan- 
da! Yes, folks, the Cold War's really 
hotting up and you can play your very 



own part in it with this, tasteless game 
from US Gold. 

Your mission is nothing less than to 
prevent a Soviet nuclear attack on 
American cities, and then lead a com- 
mando squadron in an attack on the 
Rustics' Defence Centre. 'Tf you arc 
successful", the blurb crows, You will set 
Soviet military strength back ten years!' 
Ho hum. 

Rut if you can forget this gruesome 
scenario and sit through the Stars and 



Stripes while the game loads, you'll 
discover a rather enjoyable five part 
shoot- em -up. 

First, you get a view of the northern 
hemisphere with the missiles winging 
their way from Minsk to VfiarnL In a few 
minutes they J I detonate and the game 
will be up. So it s lime to scramble some 
planes. 

Into the hangar you stride, purpose- 
ful, brave and with so ine thing of John 
Waynes unsteadiness. You get into a 
plane and take off, heading for the 
doors. Then you crash. IL Lakes quite a 
few goes before you get the hang of 
thrust and inertia and can make it to the 
stratosphere. 

You swoop down, in Lhis second part, 
to a ZaxxOn -style zap. Hopping over 
hedges and walls you blast tanks and 
buildings while . avoiding the guided 
missile on your tail. Survive this and you 
get a crack at the missile silos. This is the 
most tedious part of the game - you fust 
have to fire into the slits. 

Next comes the Defence Centre in 
Moscow. Armed with a mortar you 
attack the building which bears a 
strange resemblance to the Kremlin. 
You have to shoot all the soldiers and 
tanks, and hit all the doors, before 
you 1 re allowed onto the last stage - the 
Reactor. 

Once in the Reactor von must kill the 

L- 

fiendishly c J ever Red robots with your 
disc grenades, The robots are invulner 
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CONTROL* JOYSTICK 

FROM: ANiROG r £7.95 

Comical coppers art 1 a great British 
tradition, and PC Fuzz is an aLtempL to 
earn,. 1 this on in computerised form 
even though Fuzz himself looks as if 
he's escaped from a ViclEirtan episode of 
DLxon of Dock Green 

Fuzz: is an avan t-gurde bobby, despite 
his appearance: he no longer plods his 
beat, but pedals it on his unicyclc. 
According to the blurb, things had been 
pretty quiet — until the Mob arrived in 
town. And the punks, and the drunks. 
There*& so much evil around that PC 



Fuzz could go for a wo rid- record num- 
ber of arrests. 

The game starts with some very sooth- 
ing music to accompany our hero : s 
progress along the main street. On his 
way he goes past such renowned hostel- 
ries as The Rampack and Anirog Inn. 
Out of these drinking dens pour the 
town drunks, crazily swaying from side 
to side and getting in the way of more 
serious matters. 

The Listings Bank and the Memory 
Bank arc very popular with the new 
villains. As they emerge with their swag 
they release bombs. You can either jump 
over these or send your truncheon out 
to explode them. This weapon can also 
be sent up to prang the balloons bearing 
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Screen Test 



IQPORE 64 • 

like slugs, and there are even b uJ let- 
firm g (lowers, But yer man is a pretty 
uninteresting figure who insists on per- 
forming a celebratory jig every single 
lime he shouts something. 

The game does become a little more 
interesting after level 20 or so: the aJiens 
are mure numerous und the task of 
shinning up ropes and landing on ledges 
becomes more demand ing, 

Caue Fighter really is no I ihe sort of 
game that's going to thrill you through 
those Jong winter nights. Its graphics are 
too simple to make it a visual treat, its 
sound is horrible and horribly boring 
and the gam ep lay is dull, Speleologists 
be ware . Peter Conn or 
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GAME; MUTANT MONTY 

COMMODORE 64 



able to frontal assault, so you have to 
throw ypur grenades at the back wall 
and get them on the rebound. This is 
quite good fun, and quite difficult. 

Using the demo routine you can en- 
gage the action and practice on the more 
difficult screens . 

And that's about iL Haiti Over Mos- 
cow is an above-average shoot* 1 em -up 
marred by its gross scenario. Goodness 



knows what the Russians arc going to 
retaliate with when they start producing 
games. Peter Connor 



COHTROLt KEYS, JOYSTICK 

FROM: ARTIC P £6 , 95 

You can telJ from the title that this one 
has no pretensions to originality Prog- 
rammer fohn Price apparently decided 
to write a game with as many creatures 
nicked from other games as possible. So 
stand by to see cribs from Manic Miner, 
Himchback, Jet Pac, etc. 

Trouble is, the game's actually quite 
fun. Guide Monty through a series of 
screens, collecting gold and avoiding 
nasties, But these nasties have the merit 
of following fixed paths, so solving each 
screen depends less on reaction time, 
more on sussing the right moment to 
make your moves. 

There are 40 different screens which 
represents good value Fur money, 
although this is one of those games 
which gets frustrating when you want to 
practice screen 33 and must first play 
through 1 -32. 

Still, I for one get hopelessly addicted 
to this kind ol game and found myself 
going back to r m or c . C h r is An d er s on 
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away the robbers' loot. 

To catch a villain you have to creep up 
behind him and give him a good prod 
below the belt. You then deposit him in 
the police car which pulls up at the 
b ottom of the scree n . 

The last of your problems, and the 
most graphically entertaining, are the 
punks. In true t977 fashion they bounce 
around on pogo sticks, red Mohican 
hairdos flaring, commiting a nuisance. 
Fuzz has to see them off and carry on 
with the serious business . 

PC Fuzz is a game that looks very 
attractive, and sounds even better; hut is 
finally a disappointment. Once youVe 
got the hang of it, there's not a lot of 
va r j cty t o k cep you a t ii . Peter Conn or 
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If you've ever wondered taw it 
feels to be Eddie Kidd . . , defying 
danger and gravity, soaring on a 
motor-beke over a long line of ears 
. . . hfccre'S-your change to find out! 

This fabulous new jame - 
Jump Challenge - has been 
produced for you by Marte cf\ 
wth a lot of help from Eddie 
himself, 

At the age of 12, Eddie Kidd 
was jumping over oil barrels on a 
bicycle . At 1 8, he shattered the 
world record with his astounding 
leap of 190 feet - clearing 14 
double-decker buses. Can you 
match his skill, courage, control 
and ice-cool nerve"? Jump Challenge 
will show how you compare with the 
King of Motor-Cycle Stunts! 




'£CTR.U>A 



; '£...v. 



Just like Eddie, you'H start by trying to 
etear barrels on a bicycle . . . gradually 
working up to attempting Eddie's daring 
leaps which have thrilled miHforts 
around the world I 

□ 100% machine code 
D separate control of bike and rider 
for incredible realFsm 

□ dangerous headwinds tor added 

difficulty 

□ scoring system - tor successful jumps 
□ joystick or keyboard option 

□ PLUS!]! You can enter the Official 
International Jump Challenge 

Competitionf 
Details on cassette Insert 

Available from leading software 
retailers OR order today 
by mail, pn ee £6 W{48K 
Spectrum) or £7-95 
(Commodore 64, 
BBC 'B', 4 Electron) 
including VAT and PSF. 
Piease make cheque or 
postal order payable 
to Software 
Communications Ltd. 
AUow 7 days for delivery, 



mciftech 



Martech m the registered trade mark of Software Communications Limited 
Martech House, Bay Terrace, Pevens^y Bay, East Sussex BN24 6EE 



TRADE ENQUIRIES WELCOME. PHONE: (0323) 768456 TELEX: 87465 EX1M Brighton 









48 K SPECTRUM - COMMODORE 64 • BBC 'V • ELECTRON 




You'd better get the hang of this. 
One day you might be up here for real 





Space Shuttle. 
The flight simulation program that 

leaves others earth bound. 
Developed with NASA's assistance 
to turn your computer into 
Columbia's Flight Deck. 
£9.99 Commodore 64, £7.99 Sinclair Spectrum 
Available soon for all popular systems. 

SPACE SHUTTLE FROM 




cIMsioH 



Your computer was made for us. 



AVAILABLE FROM SELECTED BRANCHES OF BOOTS. WH SMITH, JOHN MENZIES, LASKV'S, SPECTRUM. RUMBELOWS. WOOLWORTH 




MICROMANIA, 14 LOWER HILL ROAD, EPSOM , SURREY. P & P FREE. DEALERS PHONE: 03727 20152 






the 



LOST KING 



:do#: 




The artifact is just too tempting. 
Sure, no one has ever returned 
with it but they didn't have your 
brains and courage. 
This treasure is worth any risk, 
An artifact containing the total 
history and knowledge or a lost 
forgotten civilization E Just think 
what that could do for your career, 
for the university museum, and for 
your bank balance! 
Of course, there is Ihe small matter 
of finding it. The perils en route are 
sure to be the most fiendishly 
clever traps and puzzles you've 
ever faced. You'll need all your skill 
and daring just to survive, 
Then there's the ancient curse . . . 
hut what the heck; if it were easy, 
it wouldn't interest you, 
I)r. Tones -would it? 



i 





Distributed in the U.K. by U.S. Gold Limited, 
Unit 10, The Parkway Industrial Centre, 
v He ne age Street, Birmingham D7 4LY. 
Telephone: 021-359 3020. 
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INC3-IANA JONES IN THE LOST KINGDOM, oartl* v lament e ind erv*fnCTar names and I harasses are iradgmerkB nl Lucaslilm l M LJ -:hji I by Mkndseaps, Inc., Aultiorb&Bd Uier. 



The long awaited follow-up to FOOTBALL 
ill jv KEVIN TONS is now availaM 



* 




Available spectrum 4©k £6.95 commodore 64 £7. 

NOW fbr AMSTR AD CPC 464 €7,95 



SOFTWARE STAR is the NEW 
game from Kevin Toms, who 
designed the Software Classic 
FOOTBALL MANAGER. 
SOFTWARE STAR allows you to 



iry your nana ai running a 
successful software company. You 
have to cope with staff probfems, 



game launches 1 advertising 
financial problems and more 1 



trying to produce chart 
topping successful games. 
One other thing, SOFTWARE 
STAR has that gripping 
Addictive quality that all 
Kevin's games have! 



Hi 





NOW AVAILABLE FOR YOUR COMPUTER! 

fOOT 





KEVIN TOMS 



Absorbing and realistic - Highly recommended ' - Sunday Times, February 1934 
"Completely fantastic - I want one!" - Charlie Wfcrtofes.'4isera/ srikerinBig K> April 19B4 



Seme outstanding features ot tha game 

* Transfer market » PromotlKjn.aricJ relegation 
* FA Cup matches ■ injury problems • Full league tables 
■ Four&wiekMTfl • Pick your ovwMeam iur each rrraieh 
As meiny seasorra as you l>ke ■ ManagorjaEraimg 
• 7 skill fevete » Save game facility • Financial manipul&lians 
* V ou can even be sackedl 



NEED WE SAY MORE 



FOOTBALL MANAGER 


is availably for the fo (lowing 




computers: - 




AMSTRAD CPC 464 


... £7 95 


COMMODORE 54.... 


£7.95 


SPECTRUM 4SK ,,,, .. 


... £6.95 


ELECTRON 


£7.95 


BBC MODEL B... 


... £7 95 


ORIC 46K S ATM OS ........... 


... £7,95 


DRAGON,, I,.,., 


. . . ■ ■ £5 . 95 


■ZXQt 16 K .......... j 


.„ £5 95 


VIC 2Q+16K 5 . 


... £5.95 


(soon for MSX) 





WH SMITH $ and 

In case of difficulty buy by mail order. 
Send Cheques/RO.s to;- 
ADDICTIVE GAMES 
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Program Library 

20 • VIC 20 • VIC 20 • VIC 20 




For the unexpanded Vic + By James Sullivan 







ere : s a great version of thai classic 
game Breakout for the Vic. Although 
Breakout has been around for a long 
time, it still has all the features of a really 
compulsive game, in Ihe great tradition of 
Space Invaders &t\d Pac-ftfan. 

If youVe never played Breakout, the idea 
behind the game is simplicity itself - move 
your bat left and right using the A and L keys 
(or a joystick) and bounce the ball back at the 
wall above yuu~ You must knock all the 
bricks out of the wall to $urvive. 

The game features variable ball speed and 
whafs more, being a short program, it. 
doesn't take long to type in. Happy balling! 

Notes on typing: in ffce lifting*.* 

Prom now on FCC will be using a special 
interface for all Vic 20 and Commodore 64 
listings that substitutes readable text for the 
Commodore graphics symbols. Within the 
listing, commands enclosed in square brack- 
ets indicate the keys to be pressed to enter the 
correct graphics symbol- For example, to 
enter red- press Control/3 (as you would 
normally do to select Red on the Vic). 

Further examples - down means enler 
cursor down (i.e. the left cursor key, nn- 
shifted), iivsriN means enter ctkl/9, and 



5 REM* BLOCKBUSTER ■ 

b REM" BY * 

7 ftFK*JA*1F5 SLJLLIUrtN* 

10 PR I NTT 11 C CLEAR J 11 1 GElSUti 2flfl 

20 IFBC >HI 1 HfcNGQSl/B 1 70 

25 PRINT " EHEH1E3EI3GHN3 LDUHHJ £ DO*JWirDC*ftJ] E 
DDWNJIUUL*N_U PLJWNlLDOWNJLDDUUJC 3 E DGHW 

3 E DO WW 3 E DDHH 3 t DOWN 5 1 1H1WN3 EL EFT J CLEF 1 J Ll_t 
FT 3 E LEFT 3 E LEFT 3 LLEF T 3 1 LIlF r J ELEFT1 E SHE EH 3 
BC: LRE03E* Q3Ln Q3 tCYtt* 1HI = "H 

1 : PRINT" LUF3CLEFT3 BOS:L=3 
Z7 F01W=8Tri2 1 FGRH-« , BTQ23 = FDKE7299+;Z6**i+52 
#BF+N j SPi NEXTN , M : BF C B 

3D POKE YX f SF : POKES , &= POKXOfl 1 0 * L , B 1 i NB=H : 
BF=BP-<BP^5> 

MB F BHrt^BT OS : BL =26#H+722 1 —BP *52* S PI >2 J z FQ 
RN-0T □ / : F-BL+3*N ; PDJtEF h 227 1 FflKEP+C , 7-H 
58 PDtcFP-HJ , 1 £,0a POKEP*U+C , 7-H: PQKEF+2,231 
I POKEF+2+D , 7-H : HE STN , H 

hn SY59l5s X=l : Y=*-2Ai KY*7924+ JHT i 23*PJNEl i D 
YX=*Y 

FGRN*79491U.^/2r POKENfC 1 3 i PDKEN , BP s WE 



] I : 
XT 

73 POKE 1 «□ , 1 B J FDKE. 7959 , 1 20s PGKE7TG0 , 1 28 
p POKE7961 , 128 : S YEB2B 

Bf* I FPEEK 1 197 ) -ifl AND CPEEK ? 37 I 3-7 3 ANTjGP 1 TH 
ENB0 

B3 POKEBHl*J+L T SP 
¥0 h QR T = 1 TDBB i HE KT 

I BB F-FEJEK ( 5CY1 = T FP^EFTHENFDKfcY X , SP = POKE X 
Y , 8 1 : PQKE2C Y+C s 2 1 YK^XY : X Y— X Y+ X+V z GGTDT0 
tia IFF >1S*THEN ISO 

1 20 I FPx- 1 1 9THENFEHCEY K , SP : POKEYK+C , 5 : L=L- 

ubehi- il?bs boro?ci , 

138 POKES T 24e= IFF-1B2THENX = -*; K V-X Y+X+Xs 
POKES , 2 i GBTO 1 BO 

UK Y=-Y: XY=KY*Y+Yi POKES, i iSOTOl 60 

1 50 A-PEEK { KY«-CJ AHU7 : PClkES r 1 *H + Q»ft:U=X Y+ 

*F=Z3ir-1P=229> 

1 &B POKEH , 3Pi POKfiN-iJ , SP i POfc3EW+U f 3F i BC=Bt 
+ ft : PR I NTftfSC : NB=NB-MJ i ONO- < HB=-4B J GOTO I *H , 
30 

17» HI^aCsFDttN=lT04B:PDKE3,Zia+N :PlRIMT" 
L HUH£ 3 1 0O*W 1 C DOWN! E DOWN 3 L OOW 1 f DDUN3 EDOU 
N3 EDBWH3 EDOWW J t rjCTWN 1 EBClUHT EDOWH3 E EH3HN1 Ll> 
□WH 3 E DBWH 3 I BDHW 3 r L EFT 1 E LEFT J E LEF 1 1 L LEFT 3 
fLFFTlCLEFT 3 ELEFT3 tLEFT 3 LHhU JHl ■' ; ; FORT-I 



clear means enter sa i ipt/i in m e 

A lower case followed "by an uppptrr case 
letter - e.g, sQ as in line 25 - means hold 
down the SHIFT" key while entering Lhc 
appropriate leucr. Siniilaily, a lower case s c r 
means hold down the ctr e . k ey w h 3 le entering 
the lutLcr Lhat (olio ws. 

The program is written for the unexpanded 
Vic. 

Program detail* 

Lines 

40-50 Display bri cks 

m Wait for input 

90-100 Main lo op - mo ves hall 

120-1 40 Ball hits border/block 

170-180 New high score 

215 Pokes m/ code into mem ory 

220 Clears extended video ram 

- enlarges video di&play variables 

Main variables 



L 


Li v^s remaining 


SC 


Score 


HU 


High score 


XY 


Ball's position 


YX 


Ball's previous position 


NB 


Number of blocks liit 


BS 


Ball speed 



TT33BS NE X T 

tfW POKES .fl: PRINT-CLEF TJCLEFT J CBLLE J 

FORT- 1 TO I fl ; MEKTT , N ; RETURN 

Z00 T 2H : f^OKESi , 26: P0K.E63fl , 1 28: POKE 

36S7B f ISrPQKE^B? 1 ?* tJSr POKE37 I 3? , B 

201 FRINT" EREDJE^ QllS QltS EtJEUKLbNJ 

fciLUil KbUb 7 LH L Kfc.L> J I & UJLs ClJLfi Ul M : PRINT" C 

DOWMICRIGHTJIRIGHI J LKIHHT 3LR JSHT 31 R IBJrfT 3 

[RIGHT 3fRTQHT3 C RIGHT 3 [ R IljH T ] t R IGHT JUSE" : 

PRINT" r DEK4N 3 £ R I BHT 3 LR I GUT 3 C R lGh IT 3 ERIDWT3 

ER IGHT 3ERIBHT3tRIB*-rT3 E R I GHT 3 E R VSDH3 EDYAN 

3 fl I RVSOFF 3 Cttf D I AN11 £ RVSON 3 I CYW 3 L " 

2aZ PRINT " [ DOWN! E RIGHT 3 ERIBWT3 £ RIGHT3 ER1 

EHTKftEDJQN KtYlflJRHEJ UH M i PH IN r - Ll>UWN J L R I 

BUT 3 LR I BHT3 ERIEaiTirRI GHT 3 E R I GUT 3 E R I GMT 3 I 

R 1 GHT 3 JDV&T I UK . ta 

2114 PR I NT " t DEJMN 3 E R I BHTT 3 E R I G4HT 1 E R 1 GHT 3 E R I 
GHT 1 LR I GHT 2 C SREEW J BLOCK VALUES L DOWN 3 " : FG 
RN=-2TG7 1 FEKKEi-4i , N : FR J I4T ■ CRV50N3Ec G3 
Lc M T T RvfiOF F J " N , : NL K I 

2B3 INPUT * L DOUNi 3 E r>riWM 3 t Ri I, rF T THftl , I SPSrtr I J 1 
- 1 Hffl" ; BS : 1 F'6S< I ORBS > 1 HOT HCN2B 3 
^10 PRlNTTCLFflfiT': kv=0j V*=0: X=B:y=fl:P=tii 
i C-3B72H lU-li 1 S=3iB7i 1 1^0 s fl*= u £ UP 3 E 

LLh I JLLfcF 1 3 LLEF T 3 L LEF T 3 E LEFT 3 " 
2 1 5 FEJRN-G2STa-92 7 ; RE;tf El % - POKEN , K : Wt ^ 1 
220 F0ftN=? 1 6BTG7675 i PDKEN , SP = NE X T : FDKE34 
lOiPOKEZtaAS, J7=P0«F- : l6ei4>6 1 76:POKE363 
67,l?i 

FOR14=7 1 93 1 07? /3S T EF26 : PDKEN ,, 1 OS : FDKE 
N-HJ 1 1 32 e PEJt.'EC+N , Q : POKEC-HJ+N , S ; Nt % I 
^4U h URN= / 1 £.BT 07 1 93 1 PDKEN T 1 04 1 PDKEC+N T 0? 
PDfc ESBft+N , | 1 9 ■ POKt J 1 ^£j+*i , H : ME .X T i RE TURN 
2+3 E>flTfll2H f 169 , 73, 14 1 f 20^3, 1 19 , 1 T 1 *i ,21 

2S0 DflTflijt*. 197, 174, 24B, 3*248,25,1^,16, 

*4 P I/,I4S J 2413 |I # + I92 S 17 fc 20S T 14 T 2B2 , 1 i.9 , 32 

2fc0 DflTftt^?,!^,^! r i69,i2B 1 157.13,^1 , 

41 p 3, 1^2,21 s 240 + i2 t l£.9 s 127 T 1 41 ,34 , 145 N li 

9 + t2B 

27B DftTR4 4 + 32 s 145 t 4S T 15,224,21 ,1^,11 ,232 
1 lA? f 32,lIi7 1 12,3i f lA9jl2B t 157 1 IS l 31,l£,9 l 
141 

2Q8 DftTA34, 145 T 1 42 „ 248,3,, 76 , 1*1 ,2^4 

29D DATR120, 169, 191 1 141 ,20^3*1^9,234, 141 

n 21 T l,Rfl,96 m 
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THE ARCADE WINNERS 



r 



HUNTER 




















U.S. Gold is stocked by 

^MiiilANiHIll WILDINGS 
WQQUNOinH, WHSMITH , 

Rumbelows 

and Spectrum Shops ^ 






Exclusive manufacturers for 



For release schedule and trade details contact:! 
Centre Soft. Unit 10. The Parkway I nriti atrial 



I 7 95 



fkL-kn... Ant 



win 




Competi 



OUR £800 



I; 



PAINTING! 



Whaddya think of this issue's cover, 
eh? Here at PCG we reckon it's pretty 
hot stuff - and so it should be 3 it cost 
every penny of £800. 

What's more, it was done by the 
legendary Chris Foss, whose artwork 
adorns the covers of Isaac Asimov's 
paperbacks and who is well known for 
his superb paintings of deep space and 
exotic, futuristic civilisations, 

Nuw - just get this ... Chris Foss T s 
original paintings inspired by Trend's 
newmega-g^mej The. Great Space Race 
and featured on the cover, could soon 
be hanging in YOUK bedroom. In this 
exclusive competition we re offering 
you the chance to win this valuable and 
unusual work of art, not lo mention 25 
copies of The Great Space Race for 
runners-up. 

Whether you hang it in your room, 
dangle it from your bedroom door, or 
just prop it up against the wall, this is a 
prize worth taking great care of. It's 
already a valuable work of art and as the 
years go by it is almost certain to become 
a much-sought-after collector's item. 
And y of course, your friends will 
positively green with envy when they 
see i t hangi ng on y o u r wa 1 1 ! 

As for the 25 runners-up, each will 
receive a free copy of Legend's new 
block-buster for either the Spectrum 
48K or the Commodore 64 worth 
£14 99. The 64 version has yet to he 



released r but if you have a 64 and are 
among the winners, a copy will be sent 
to you as soon as the game hits the 
streets. 

So, what do you have to do? It 
couldn't be easier ... Looking at Chris 
Foss's painting set us thinking and we 
reckon there must be a whole load of 
PCG readers who are pretty hoi with 
pencils. We'd like to see you send us a 
drawing of the ship you 11 d like to enter 
for the Great Space Race. Let your 
imagination run riot, grab a clean sheet 
of paper, and get that drawing in the 
post to us as soon as possible (and noL 
later than 21st February) 

The first prize will be awarded to the 
reader who submits the most exciting 
and most original drawing. The winning 
entry will be printed in the magazine 
together with a list of the runners-up, 
You don't have to be a Rembrandt — 
we're looking for a drawing that shows 
imagination and originality, not just 
tech ni cal expert! se . 

One last thing - when you send in 
your entry, make sure it ? s securely pack- 
ed and isn't likely tu be bent or crushed 
in the post. 

Send your drawing to: The Great 
Space Race Competition, Personal 
Computer Games P Evelyn House. 62 
Oxford Street P London W1A 2HG 
Don't forget, the deadline for all entries 
is 21st February. 




THE GREAT SPACE RACE 

Valhalla was vuted Game of the Year in the VN (J /Sun day Times Micro Awards 1983 
because of its innovative animation technique^ which allowed you Id watch characters an 
the screen uvi tint your instructions. 

Now, in The Great Space Race* Legend have abandoned the adventure/ quest game and 
come up with a program with far more arcade elcments. 

The object of the game is to win the Great Race in competition with other characters and 
hazards controlled by the computer* The race itself centres around the galaxy 's urgent need 
to be supplied with the esutic drink N'alof, a drink that not only gets you totally legless, but 
also leaves you without a hangover, deliriously happy, and 100% nutritionally satisfied. 

Naturally, there 3 * a large demand for Natof and you must ferry it across the universe to 96 
thirsty space-stations. Your score is assessed on the basts of the number of stations youVe 
managed to visit and the total time taken. 

Like Valhalla, if you're feeling lazy you cm just sit back and watch the game play itself* 
There's a 'cinemascope' graphics window which shows you what's happening (including 
other characters with full facial animation) as well as a scrolling text window underneath 
for reports on the state of play, 

All inputs are by single- key presses and at the beginning of the game yon get lo choose 
four seasoned mercenaries to help you in your task. On your delivery rounds you'll have 
pirates, a corrupt interplanetary police force, space-wrecks and all manner of other 
hazards to contend with- 

Legend claim that this game represents a great step forward in the idea of the 'computer 
movie' P and if you're lucky a free copy will soon be landing on your door- mat. 
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Here's what you have to do If you 
read our 1985 Diary in the last issue, 
you'll have noticed that we predicted 
(with absolutely no evidence, of course) 
that during 1985 Salisbury's would 
release a game called Wally's Trolly. All 
we want you to do h think of three 
different well known organisations, 
groups, or institutions (anything from 
Marks and Spencers to Tottenham 
Hotspur) and suggest one title for a 
game released by each one 

The 25 readers who send in the most 
amusing and original suggestions mil 
soon hear the postman knocking at 
their door. We'll print the names and a 
selection of the winning entries in a 
future issue of the magazine. 

Here's an example of what we're 
looking for: Sainsbuiys - W^iiy s Trol- 
ly] National Coal Board - Manic \4ac- 
Gregor: NJJ.M. - Pitsiop... Geddit?: 
Couldn't be easier, so get those entry 
forms S I led in and th e best of lu ck ! 




Here's your chance to blast your way into 1985 with a whole range of great games 
tor your micro. In conjunction with Firebird we're offering 25 lucky readers the 
chance to walk away wi Lh A1X the Firebird games for their machine. 




Entry 



Nome; 

Address;,,, 



My su^ga&fions for the three orgo 
n isationsand their games are: 



1 



My computer is (circle 1 only): Spec- 
trum 1 6K f Spectrum 48K, Commodore 
| 64, BBC B, Vic 10- 



Firebird have 23 games In their catalogue with titles available for the Spectrum 16/4SK, 
CRM 64, BBC B, and Vic 20 computers, Buggy Blast, recently released on the Spectrum, 
was aPCG hii in our January issue and Benin/ (for the Spectrum and 64) is also doing well in 
the charts. Other Firebird games T including the brilliant GoGo the Ghost are reviewed in 
this month's; PCG Special. 

Here's a complete list of the Firebird titles, arranged according to the machines they're 
available for, so you can see just what you II be getting if you find your name amongst the 
prize- winners: 
SPECTRUM 16K 

Run Baby Run, Menace t Terra Force r Crazy Caverns 
SPECTRUM 4SK 

The Wild Bunch, Viking Raiders, Mr freeze, Exodus, Booty, Byte Bitten, Buggy Blast, + all 
1 6 K games as above, 
COMMODORE 64 

CoGo the Ghost, Mr freeze, Exodus, Booty, Headache, Zulu. Demons of Topaz 
BBCB 

Extra, The Hacker, Bird Strike, Gold Digger, Duck!, Acid Drops 
VIC20 

Snake Bite (Unexpanded) k Mickey theBrieky (Une^panded) 
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One you bnave enough 
to enten ffrle sauage uoonld 

of mighty conani 



You a ve experienced his 
barbaric world in movies, 
novels and comics, Now Conati 
is ready to spring to life m 
your borne. 

So flex your muscles and 
prepare to do battle, 

Yo ui mission is Co slay Conan's 
wicked rival and bring home a 
bounty of gems. Blocking your 
way are fire-breathing dragons, 
poisonous acorpionSp vicious 
bats and other deadly 
adversaries. 

If that wasn't enough, you also 
have to fight your way through 
dark caves and dangerous 
dungeons, while looking out for 
mysterious creatures waiting 
their moment to attacks 



A 

ATARI 

6\ 



Commodore 64/ 
Atari Disk 
Commodore 64/ 
Atari Cassette 



£14.95 
£9.95 




from 



Datc^oH; 



THE LEGENDARY 



mace Lee 

Twenty Secret Chambers • Dazzling Graphics 
• Unique Multiple Player Options 

Spectrum 4SK £7.95 

Commodore 64 Cassette £9-95 

Commodore 64 Disk £14.95 

Atari Disk/Cassette £14.95 



***** 




US> Gold Limited, Unit 10, 
Parkway Industrial Centre. Hcncage Street. 
Birmingham 174LY, Tfcl= 021-^0 JMO. 
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Gremlin Graphics, 
Alpha Ho use p 

10 Carver Street. 

Sheffield SI 4FS 
Teh (0742| 753423 



A cry of national outrage! 
Pout Monty banished to a life 
amongst murderers, arsonist^ 
the lowest of the low Fear not 
- this Mole is Innocent and plans 
are in hand to rescue your 
Superhero. 

Who is the mysterious masked rodent willing to 
challenge death for his life-long friend? What are the 
evil forces working in Scud mo re Prison? To find out set 
your copy NOW , 6 

AVAILABLE AT ALL GOOD 
SOFTWARE DEALERS 



THERE'S SOMETHING NASTY 

SIDE YOUR 64 




A Cft a nee to get to the heart of the 
computer— enter the world of the microchip 
and Find it to fee all that you'd imagined and 
then a bit more— the wlerdest fantasy that 
ttie human mind and hl-technology could 
combine to create. 

Engage In an amazing battle encounter with 
the e vilest creatures of the circuitworid, as 
you patrol the full size microprocessor doard 




protecting your home areas from the 
mttronastles. An alien round every corner, 3 
horror under every byte. 

Travel the wires, finger on me button In a 
line em up, shoot em down extravaganza as 
you not only attempt to outmatch your 
computer but Its wlerd collection of 
Inhabitants as well. 



Alligata Software Ltd 

1 Orange Street, Sheffield SI 4DW 

Teh (0742} 7SS796 

Send for full colour product brochure 



fctf oil 



CM 
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Chris Anderson samples the huge pile of low-cost ta| ^ 

Imagine a gome containing 150 very difficult screens to be conquered and 
mapped out. Suppose eoch screen offers attractive, smooth graphics and 
exciting sound effects. Now suppose the game is on the market for £2.50. 
A bargain? Dead right. What's more the game exists. It's called Go Go the 
Ghost, it's released by Firebird for the Commodore 64, ond it's just one of 
the programs v/e've unearthed which disprove the claim that all budget 
games are junk. 

Mind you, you have to be incredibly careful shopping in the sub £3 price 
range. Many of the titles on offer are state of the art 1982, They offer 
about as much lasting interest as the Daify Mirror quick crossword. Frankly 
four or five of them wouldn't be a patch on a decent standard price game. 
But there are also a large number of straightforward, simple, competent 
games which, until recently, software houses were selling for at least a 
fiver. And just occasionally you find a gem of a game which even a stinking 
rich games freak can't afford to turn up his nose at. 





1985 

CBM64 (Mastertronic, £1 .99) 

Stunning graphics for a cheapo game. 
You blast off in a spacecraft to one of 
four planets where you have to pick up a 
n umber of nuclear pods. This involves 
manoeuvring the craft very delicately 
until it's cEose enough to activate a 
tractor beam . 

Accidental contact with the planet 
terrain h fatal and so is being hit by a 
regularly passing flying saucer or by the 
slow -firing planet defence guns. The 
game has a great feel to it because of the 
way the craft is controlled - rotate let'i, 
rotaLe right and thrust, as in Asteroids 
or Lunar Lander. There are also some 
cool sound effects. 

Each of the planets and the home base 
consist of a scrolling, wrap -around sce- 
nario. The planets in dude caverns, 
some of which are very tricky 

Should yon clear all four you get to 
try the final stage which is an even more 
difficult cavern from which a fusion core 
must be picked up. Jt had my putse 
racing, that bit. Jf you make it, level two 
is the same except with negative gravity, 
making it harder still. 
Verdict: Knockout. 
Value for money: 9 
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GO GO THE GHOST 

CBM 64 (Firebird, £2.50) 
This one will spouk the opposition for 
sure - it's a howling success, one which 
most software houses would be proud to 
sell at around the £7 mark. It was 
written by a Swede which means thai 
whenever Co Go gives up the ghost he 
emits a speech bubble saying Tjup! 1 
Swedish for "Zap! 1 

In fact, there's an awful lot of fjupping 
because the game is ghoul ishly mean, In 
each of the 150 screens you have to go 
go round various obstacles lo one of the 
exits, possibly flicking switches or pick- 
ing up keys on the way A iar^e number 
of dastardly creatures obstruct you. forc- 
ing you to resort to an invisibility spell. 
This drains your power at a dispiriting 
rate, although there arc objecb to col- 

8_@DE3nH^VHS@DEfDD^iaa: 



lect which restore power as well as erant 
extra time Jives or points. 

This is a full- featured arcade -ad- 
venture which could have you entr- 
anced for weeks. Just remember - you 
first read about it in PCG 
Verdict; Go go get it. 
Value for money: 9 



COMMODORE 64 



JOYSTICK ONLY 



COGO THE GHOST 




PCG Special 





PCG VERDICT 




'*« the shops and discovers a few cracking bargains 



CHILLER 

CBM64 (Mostertronics, £1 .99) 

We've already reviewed this one - a 
surprisingly good platform game based 
on the Michael Jackson video. There are 
five very different screens, and some 
good background music. 
Verdict: It's a thriller 
Value lor money: 8 

BOOTY 

CBM 64 Spectrum 48K (Firebird, 
£2.50} 

Reviewed tn our November issue, this is 
another cracking bargain with 20 linked 
screens ol platforms and some novel 
game ideas. 
Verdict; BootifuL 
Value for money: 8 



should Lake some lit Lie while lo solve. 

Pretty graphics, worthy of a princess, 
including a very cute knight. Some of 
the platform screens teern a bit unplay 
able : and you re bound to lose energy by 
contacting nasties. But still an amazing 
title for (he money. 
Verdict: Mastertronic magic. 
Value ior money: 9 

SHUTTLE SHOCK 

Spectrum 48 K (Software Projects, 
£1.99) 

What lI shock! A platform game with a 
difference. The difference is angular 
leleporling. To move up you don't jump, 
you teleport in an upward diagonal line. 
With a hit of skill you end up on a 
platform and not in mid-air. 




FINDERS KEEPERS 

Spectrum 48K {Mastertronic, £1.99) 

The dramatic improvement in Master- 
Ironic titles continues with this spark- 
lins arcade adventure. 

Make your way through 25 screens of 
platform action, plus two large four- way 
scrolling mazes, in search of precious 
ohfects. Some are just lying around, 
others must he obtained by trading And 
certain combinations of objects (which 
you have to work out) merge to produce 
more valuable ones (eg. philosopher's 
stone - bar of lead = bar of gold). 

Can you earn enough money to buy 
the King's daughter the special birthday 
present she wants? Or will you simply 
try to make yourself a fortune and then 
escape from the castle? Either way the 
game requires a certain amount of 
thought as well as arcade skills, and 



Then there are the lifts which cither 
drop you down safely, or shoot you 
sideways, They make moving about the 
screens great fun. 

Apart from that the screens and nas- 
ties are in the Manic Mirier genre and 
are really very good. Solving them is 
challenging and fun. The only drawback 
is there are just 1 0 screens and it may not 
take more than a week or two to get 
through them alk 
Verdict: Lemme avc another go. 
Value for money: 7 

ESTRA 

BBC B (Firebird, £2.50) 

Yon collect some ."50 fragments lo form, a 
statue at the centre of the screen. But 
there are five different alien species to 
avoid, each he having quite differently. 
Great to see your statue nearing com 



pletioii, heart-breaking when it gels 
blown to smithereens. The action 
doesn't alter too much on later screens 
but it does get VERY tough 
Verdict: Great fun 
Value for money; 7 

ACID DROPS 

BBC B (Firebird, £2.50) 

Hit the fire button and blast the nasties, 
but watch out for the acid which starts 
to drip out of the tank at the top of the 
screen. It kills you on contact - and it 
turns the nasties into nastier nasties. 
Survive long enough and a gate opens, 
allowing you an exciting fast ride 
th rough a maze into the next leveL 
Verdict;: Spiffing stuff. 
Value for money:? 




Acid drops burning through 



THE HACKER 

BBC B {Firebird, £2,50) 

A very competent platform game. The 
all leaping action isn't much lower in 
standard than in hit titles such as Blag- 
£#rand MiriEshaft. And although there 
are only 12 screens, instead of 20 or 3(1 
you might just find that's u\l you're likely 
to get through. 
Verdict: Manic fun. 
V alue for m pn ey : 7 

EXODUS 

CBM 64 {Firebird, £2.50) 

Enjoyable shoot "em -up based (loosely) 
on the arcade game Tempest Shoot 
monsters coming out of a pit. but avoid 
hitting the potatoes. Nice opening 
music. 

Verdict: Good blasting. 
Value for money; 6 

FRED'S FAN FACTORY 

Spectrum 48K {Software Projects, 
£L99) 

Novel game idea in which you have to 
turn fans on and off lo blow balloons 
safely through a hazard -filled platform 
network. 

Verdi ct : Fun io r-a while. 
Value for money; 5 
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HITMAN 

Spectrum 48K (Scorpio Gomes 
World, £1.99) 

Track down and shoot a series of killer 
agents One or two reasonable still 
graphics, otherwise tedious rubbish, de- 
spite separa + e 48K instruction program! 
Verdict: Another Scorpio sting. 
Value for money; 3 




Spectrum (Scorpio Games World, 
£1.99) 

Work y our way down through a series of 
pbLfunns, avoiding oscillating mons 
ters. 

Verdict: Not enough to il 
Value for money: 4 

NUKE LEAR 

Spectrum 48 K (Charlie Charlie 
Sugar, £1 .99) 

Simple panic game in which you try to 
divert a scries of rolling barrels down Ihe 
right channels. 

Verdict : Stay N uke Lear free . 
Value fur money: 3 



H it man — cfiooic your weapon 



COPTER 

Spectrum 48 K (Omega, £1.99) 

Fly <i tiny helicopter round a blank 
screen, blasting other tiny helicopters. 
Verdict: Don't bother. 
Value for money: 2 

CALIFORNIA GOL0RU5H 

CBM 64 (Software Projects, £1 .99) 

Move completely round boxes to create 
gold. Avoid Indians, ur block their paths 
with dynamite. Average graphics and 
sound. 

Verdict: Mediocre. 
Value for money: 5 



GOLD DIGGER 

BBC B (Firebird, £2.50} 

Rather poor varianl of Dig Dug. 
V erdict: Bury it. 
Value for money: 4 

CHALLENGER 

CBM64{Mastertronics, £1 .99) 

Action based on the first section of 
Skramblv. 

Verdict: Unchallenging, 
Value for money: 3 

WIZARD'S WARRIOR 

Spectrum 48 K (Ma&tertronks, 
£1-99) 

Multi- scree n maze game with poor, jer- 
ky graphics. 
Verdict: Yawp . 
Value for money; 2 

BYTE-BITTEN 

Spectrum 48K (Firebird, £2.50) 

Two-part game - make your way round 
a maze to find an object and you get to 
play Sea Wolf, a horizontally scrolling 
shoot- 1 em-up set over a fleet of ships. 
Verdict: Forget the maze part, 
Val y e for man ey : 4 



CRAZY CAVERNS 

Specfrum 16/48K 

{Firebird, £2.50} 

Push cubes into a 
huge, eolourlul mouth 
while avoiding 'crazy 
crashers 1 , Interest! ng 
tactics and 10 diffe- 
rent screens- 
Verdict: Good for 
ISK 

Val u e for money : 6 

MOONLIGHTER 

Spectrum 48 K 
(Software Projects, 
£1.99) 

Variant on Pengo, 
Push boxes around a 
warehouse and avoid 
tenuis balls. Nice 
music, 

Verdict: Coutdn't 
play it. 

Value for money: 4 



The names behind the games 



The number of companies flogging 
cheapo games have ballooned in Ihe 
last few months. First of all were 
Mastertronics whose launch of £1.99 
games back in April sent shock- 
waves through the industry. Howev- 
er, their initial range of titles was 
pretty dire, and since then they- ve cut 
back on their number of releases in a 
partly successful effort to increase 
quality. 

Pulsonie were another early con- 
tender and the less said about them 
the better. When PCG reviewed five 
of their first releases only one got an 
overall rating above three - and that 
was taking into account the £2.99 
price. If they've released an thing bet- 
ier since we haven't seen it- 
Then there are the Greek letter 
ranges. Gamma and Omega. One 
Omega title, Battle Ground for the 



Vic 20, received a reasonable review 
in our December issue, but apart 
from that we haven't seen anything 
good from either range. And some of 
th c titl cs were appall in g. 

Two bigger names have entered the 
fray more recently. There's Firebird p 
backed by the massive resources of 
British (anyone want my shares?) 
Telecom who are putting out a Silver 
range 1 of games at £2.50. 

Then there's Software Projects 
whose Super Saver * titles now sell at 
just £1.99, Both of these companies 
have managed to avoid releasing 
truly awful games, but nevertheless 
the bulk of both their ranges is 
unexceptional. 

Cheetahsoft are the latest to try 
their luck t having just cut the price of 
all their titles to £1.99. Well, they 
were certainly overpriced before. 



BIRD STRIKE 

BBC B (Firebird, 

£2.50) 

Shoot pigeons to add 
notes to a tunc Trou- 
ble is these aircraft 
keep getting in the 
way. 

Verdict: En j oy ab I c 
but simple. 
Value for money: 5 

FLIP FLAP 

Spectrum 48 K 
(Software Projects, 

£1 ;99) 

Fine simulation of pin 
ball with plenty of 
different machines to 
try out. But is pinball 
any fun on a micro? 
Verdict: No. 
Value for money: 3 



RUN BABY RUN 

Spectrum 1 6/48K (Firebird, £2,50) 

Very difficult game in which you 
attempt to trick pursuing cars into 
crashing into each other. Poor graphics, 
but several different road layouts . 
Verdict: Frustrating. 
Value lor money: 3 

ZULU 

CBM 64 (Firebird, £2,50) 

Simple Pac Man based game with 25 
connected mazes. You collect masks 
and avoid warriors. Hitting cauldrons 
makes the maze invisible. 
Verdict: Preferred the movie. 
Value tor money: 5 



ASTRAL ATTACK 

CBM 64 (Omega, £1.99) 

Move a cursor over descending shells to 
protect your cities. 
Verdict: Pretty, but boring. 
Value for money: 3 



REVENGE OF THE QUADRA 

Vic 20 + 8K (Software Projects, 
£1.99} 

Fast, violent, noisy shoot -em -up in the 
best Vie trad i lions. Your Space ship 
shuttles left/right at the bottom of the 
screen and you hammer the aliens 
Verdict: A good : old -fashioned BLAST. 
Value fur money: 6 



TOMB OF AKENATEN 

Spectrum 48K (Charlie Charlie 
Sugar, £1.99) 

Written mostly in Basic. Jerk your way 
tli rough an uninteresting labyrinth, 
Verdict; Graveyard material. 
Value for money: L 

VAMPIRE KILLER 

Spectrum 48 K (Scorpio Games, 
£1.99) 

Tedious treasure collection game, writ- 
ten mostly in Basic and featuring jerky 
slow movement. 
Verdict: Bloodsucker, 
Value for money: 2 
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Match Day is no oral 
soccer game. Blistering 3-D 
action, total animation and 
automatic camera scan 
* are just some of the 
intricate techniques 
which make 
i Match Day 
l the league 
aaer of soccer 
ames. 

ow follow the 
Action ": ■ 

^jf— .„ P^^^ Your striker 
v*' *J*-r^ traps the ball from 
perfectly placed corner -kick, 
tkes on the defender and dribbles 
leatly round him making space to 






his powerf uf haJf- 
voiiey rattles the cross- 
bar, the ball returns, 
floating menacingly 
above the 
penalty 





and your star 
striker seizes 
this half- chance 





six-yard box. There 
is no time to control 

the ball, your player must commit himself 
to a snap shot on goa 




sracmuM48k 



Match Day is as compelling as 
soccer itsetf. You witl marvel at 
the depth of play and ball control 
offered only in MATCH DAY . . . 
Shoot to win! 

SPECTRUM48k 








Ocean House 6 Centra! Street Manchester ■ M2 5NS ■ Telephone 06 1 832 6633 Telex 669977 
Ocean Software is available from selected branches of WOOLWORTH WHSJV1 IT 1 1 . /^EEEEEl. IASKYS. Rumbelows 

Spectoim Shops and all good software defers. Trade enquiries welcome. 



SURVIVOR Search the haunted rooms of Dead atone Abbey for the untold treasures Left from years gone by. However, as you help 
Angus around the ancient building beware of the evil spirits who will chase. Angus wherever lie goes. All he has to defend himself is 
his trusty gun and porcupine bombs. Luckily for Angus there are various objects lying around the Abbey such as ammunition, money 
bags, and bottles of life giving elixir. There are 1008 various rooms all presented in remarkably clear and colourful graphics with 
beautifully smooth scrolling screens Ahead lies a terrifying challenge for Angus and its up to you to help him. Are vou the sole 
survivor t J 

AMSTRAD t?.&5 

HOUSE OF USHER Enter the House of Usher at your own risk, as you may never leave again. How ever, once inside there Is a choice 
of nine rooms to select Behind each door is a totally different action packed arcade game, each of which are certain to strain your 
nerves to the limit If you manage to get through these nine rooms another two secret rooms fx and y) will appear, but beware the evil 
powers of the House of Usher. 

AMSTRAJ} Z?95 

FLIGHT PATH Flight Path i s w i thout dou bt the h est fl i ght si mu lator on the C / 1 G an d A m s trad. The many elabo rata feature s include: 
Altometer, flaps, directional headings, cross winds, fires, ground warning lights and reverse thrust to name but a few. Also included 
are smooth graphics as you take off, cruise over mountains, and land once again. 
AMSTRAD £6 95 

SB TIMS TREK As sole survivor of the planet 1 Cor il li an h you r qu es t i s one of ange r and r even ge. The star ship you are flying is full of 
the latest inboard computers and extra powerful sensors. Also included are full 3D graphics, to add unbelievable realism to thia 
fantastic journey through time itself, and beyond. 
AMSTRAD BP. 95 

MOON BUGGY You must skillfully manoeuvre your jumping patrol vehicle over dangerous m on n craters as well as large boulders 
and cunningly placed mines. Not only this but avoid the hovering alien spaceship as it bombards you from above 
AMSTRAD £7.95 



Mail Ordor: 8 HIGH STREET HORLEY SUflRFV 24 HOUR CREDIT SALES H OR LEY 02334 6083 Payment hy= P.O. - ACCESS - VISA 
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Your favourite bell ringer, 
all-conquering Quasimodo? 

leaps back into action 
on another breathtaking 
epic with Esmereldal 

Another superb 
Ocean extravanganza! 




i 




Ocean House 
6 Central Street 
Manchester M2 5NS 
^ Tel: 061 832 6633 

Oe&an Software is available from selected branches of: WOOLWORTN VV 1 1 S M IT H , F 
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The White Wizard's words of wisdom for adventure lovers 




CUT PRICE ADVENTURES 




Mention please, penniless 
adventurers and apprentice 
Enchanters on low pay, this 
month sees the beginning of a 
revolution in adventure software prices. 

Mastertronics, who have already put 
the cat among [he pigeons with their 
budget -priced games in the arcade mar- 
ket, are launching a new label Master 
Adventurer 1 . Their first release, Sc-Kaa 
of Assiiih. offers 170 illustrated loca- 
tions and 'full sentence analysis 1 in two 
48K programs for the mind -hi owing 
price of £2.99! On hearing this news, the 
White Wizard immediately despatched 
obedient dwarves to secure a copy of the 
program. 

Hmmrn , . , Well, the first thing to 
point out is that just because a program 
offers 'full sentence analysis doesn't 
mean it's going to be any better at 
understanding what you type in, Alter 
all, "Examine book' is a lull sentence' 
so most games fail into this category. 

In fact, Se-Kaa of 
Assiah only cheeks the 
first three letters of each 
word you type in and 
doesn't have a very 
large vocabulary. Furth- 
ermore, i t isn ? i a I a 1 1 h el p - 
ful when you get it 
wrung, saying merely Try 
something else 7 or "That 
will get you nowhere'. 
Combine these two facts 
and you'll find that what 
pu zzlcs there arc become 
fiendishly difficult 

The aim of the game, 
which comes in two 
parts, is first to collect 
three legendary treasures 
and then, in the second 
part, to restore them Lo 
their proper resting 
places. The program is 
mostly written in Basic 
and is slightly slow in 
responding to the 
kevhoard. 

■j 

Every location has 
graphics and without 
these the game would be 
dire since most 



- although there's a lot to look at there 
isn't much to find, Unfortunately, 
although initially attractive, the 
graphics are rather repetitive and don't 
contribute much to the game. Even 
more serious is the fact that you uarrt 
save your position without quitting the 
game. 

MastcrvisioiL alias Mastertronics. are 
to be congratulated for bringing out 





• Spider manic action 



locations don't have any- 
thing EXCEPT graphics 



- 







PICTURES OF PARADISE 

Here for your delectation are 100 of the 240 screens from Level 
9*s Return to fcfeit. If you're still being roasted by Snowball's 
engines, then cast your eyes on ihe above and see what you're 
missing out on! Come on, boys and girls, don't hang around 
inside that molehill — come on out, the countryside's luvverly* 



[hese cheap I a he I games For people on 
a budget, Se Kaa will be a useful purch- 
ase, hut don't expect loo much and be 
prepared to spend more on something 
else if you want a really yood game. 

In Search of Angels 

M astertra n i es h a ven t 
got the budget end of the 
market all to themselves, 
however. A company cal- 
led 8th Day Software arc 
currently bringing out a 
range of adventures at 
the very attractive price 
of £1.75 each. 
The company currenl- 
ly have around six games in their cata- 
logue, labelled from 'beginner s game' 
up to "advanced difficulty 1 . 1 haven L had 
time to tiy Ihem all, but 1 did enjoy In 
Search of Angels. Like the rest of the 
Stli Day range, this is a Quilled ad ven- 
ture, lexL-only, and with 
some original touches. 

Pm sorry to see that 
Hth Day haven't given 
Gilsoft much credit for 
their use of the Quill. In 
fact, there doesn't seem 
to be any mention of it at 
all on the cassettes or in 
the programs Naughty, 
naughty you may be 
selling your games for 
£1.75, but the only 
reason you can afford to 
do so, i suspect, is be- 
cause Gilsoft have done 
most of the bar d work, so 
why not give them a bit 
more credit? 

Back to hi Search of 
Artgeh. which sends you 
on an international 
chase after enemy agents. 
Original sequences in- 
clude a L car chase', where 
entering the wrong tac- 
tics will send you and 
your specially-equipped 
auto to the graveyard. 
You will also have to 
keep on the right side of 
your secret service boss, 
not to mention the mem- 
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COMMODORE £4 

PjcMjnBOW _ 

P-jla PnsTfOfi ROM 

^nuklnnkish 

FioHap 

^nrtaJd-fn FnqsL 

frrtl 

UiKHI 

SL4 r crus5 ... 

Splendid 

Cm j dim 

Penh fur 

Tinenm UIGShWp 

Battle 1m NnniunUy _ .... 

i' - - rjf I caicr 

Roi]h«-3rt*Rr]flann 

Sfrilmr II . 

SpuU^ir 

fcadc Gunner _ 

flflMil" n Midnight Ma^c 

flpf+Bd&n WhifliVinri 

flnldem EHiigirg R&v 
5hnplfllHr_..._.._ 

iMffTj-HUMlc - — 

FhhI.mmI Impnssihilir,- 

Atth*n « • 

M.-Uercr U.e Zir^tiei^ . 
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ATARI AND COMMODORE 
PROGRAMMERS 



Original games and utility programs 
wanted for the Atari and Commodore 
64 home compilers. Top royalties paid. 
We ean distribute your software world 
wide r For further information please 
write or telephone, 



ZOOMSOFT 

46 HUNTSWORTH MEWS, LONDON NW1 6DB 



Plus 100's more titles available, Send S.A.E. for fr&e catalogue or 
telephone 01-723 0562 between TOam and 7pm. All cheques, 
P/0 made payable to Zoom^gft. 
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Adventureworld 



bcrs of the 'other side 1 . 

Despite a certain similarity of appear- 
ance due to the use of the Quill and the 
limitations of the Gilsoft interpreter, 
these games are really excellent vaiue. In 
fact, the White Wizard reckons that 
they're substantially better value than 
the Mastcrvision offering reviewed 
above, but they are, of course, text-only. 

Still, in the Re hard times it has to be 
hats off to both Mastertronics and 8th 
Day for lowering software prices. 




Meanwhile, back in 
the £8-£10 range. Adven- 
ture International have 
just released Spiderman, 
Scott Adams : latest Mar- 
vel Comics spin-off. The 
Hulk has already "been a 
great success - how does 
Spiderman shape up? 
Well, there's no doubi 
about it, the wispy-bearded man from 
Florida has done it again. To my mind h 
Spidernt&tt is even better than The 
Hutkr The graphics are excellent, of 
course, but this time the game is set in 
more Earthlike surroundings, though 
the characters you come across look as 
if they've come straight out of a comic, 
which of course they have. The game's 
available on five machines, but only 
Spectrum and '64 owners get the 
graphics. Ah well,,,. 

As you explore the sky-scraper in 
which you appear to be temporarily 
i mpriso ncd , you : 1 1 c ■ n c o u ntc r s u c h o d d i - 
ties as Sandman (that's right, you're 
standing on him Ouch!) and Hydro 
man, who's really rather wet. You'll 
have fun messing about with deadly 
chemicals, consulting Madam Web, or 
fighting it out with the Lizard. 

The game is different from Scott's 
earlier adventures in that it is no longer 
limited to simple verb/ noun input, but 
will accept complex sentences. This 
means you can Talk to Madam Web*, for 
example, and string commands logether 
using commas or the word then 4 . 

Once again you must collect bio-gems 
and outwit your adversaries, and yes, 
there's another Natler Energy Egg Lo be 
dealt with (don't try eating THIS one!). 
The game is initially somewhat easier 
than The Hulk, hut rapidly becomes 
very challenging. The White Wizard is 
currently deeply involved and urges 
oth cr ad ve n to rcrs to j oi n h i m . 

Forest at the World's End 



1/ 

\ .v=? 




With all these cheap 
programs coming out. 
the White Wizard is be- 
ginning lo have grave 
doubts about some of the 
games that software 
companies ask us lo pay 
for. The trouble is that 
these programs don't al- 
ways Come from liny 



software houses who may noL know any 
better - some of them come from com- 
panies who definitely SHOULD know 
better... Like Interceptor Software, for 
example. Last month, 1 gave a reasonaby 
favourable notice of Jewels of Babylon. 
on the grounds that ] 'd found one or two 
of the puzzles pretty difficult to track. Al 
least the game bad me stumped but 
shortly after playing jewels I loaded up 
(heir earlier game Forpst uf thv Worlds 
End (just released for the Amstradj and 
. . . oh dear, 

Despite having a reasonable number 
of locations, Forest at the World's End 
kept inc busy for no longer than three 
hour? - at the outside (1 wasn't watching 
the hourglass, so 1 can't be too exact 
about the time three hours is gener- 
ous). Despite occasionally being killed 
at random by flying lizards, there was 
nothing challenging about the game, 
and some very beautiful graphics did 
nothing to conceal the fact that most of 
the locations were described in one brief 
sentence and contained little of interest 

The yame has you setting off on a 
not-very-long trek eastwards to rescue a 
Princess from a Wicked Wizard. After 
solving a lew simple puzzles, you con- 
front I he wizard, lype "Kill Wizard' mid 
find - lo your dismay - that you have 
cracked the game. Not, I think h £6.00 
worth of entertainment (or even 15.50 
worth if you r ve got a S pectru m ) . 

Naughty, naughty Interceptor. Was it 
really you who gave us Heroes of Karri ? 
Let's hope your next offering has a bit 
more substance. 

Salvage 

Sum lock aren't a cor 
pdlty lhat one normally 
associates wilh adven- 
tures, so the White 
Wizard loaded up their 
game Salvage for the 
Commodore 64 with 
great in teres*. 

The plot is certainly an 
intriguing one whilst 
carrying on salvage operations in outer 
space you telcport yourself on board an 
abandoned convict shuttle, which, 
being a convict shuttle, won't let you 
leave again without cracking the code m 
its computer. 

The game mixes text and graphics on a 
split screen, with a picture for every 
location. The graphics arc quite good 
and draw almost instantly. One very 
interesting innovation is the inclusion of 
a 'note -pad* panel, which you can use to 
jot down notes during the game, Enter 
ing 'Note 1 followed by a number, word, 
or whatever you want Lo remember, 
transfers your input to the noticeboard 
where it remains until the end. 

An excellent idea. Sumloek, and 1 
hope other programmers pick up on it 

The res I of the game, however, doesn't 
quite live up to ihe ingenuity of the 
display. To start with there are only 25 
locations, one of which doesn't really 





count because you die au lorn a Lie 
every time yon enier it. With only 15 
objects or thereabouts, the game is 
rather limited in scope. 

The White Wizard completed this 
entire game, minus the last two loca 
tions, in under an hour, which doesn t 
say much for lasting interest. The last 
two locations did have me flummoxed, 
however, though whether they alone 
can keep you busy For lung enough to 
justify the t!6.50 price Lag J very much 
doubt. 

So, another month's pocket money 
down the drain, and not really much Lo 
show for it Still, it's nice to see Sumlock 
entering the adventure arena — let*s 
hope next time they bring us something 
worth buying. 

Catacombs 



ft- 



Now. dear readers, let 
us take time off for this 
month's horror script, 
featuring the White 
Wizard's encounter with 
Catacombs from Anirog 
jff V-j^'J for the Commodore 64. . . 

Act 1. Scene 1. 
Enter the Wtite 
Wizard, with new Anir- 





og game 

WW By Ihe whiskers of Nebuchad- 
nezzar, a game from Anirog - this 
should be interesting! 

Enter a soothsayer . . , 
SS Beware of that game, O White 
Wizard! 

WW **** off, you odious know-all 
and bring me a bottle of Pipistrelle *56-; 

Exit soothsayer, mimibling curses 
WW Let's sec. .. Decide which role - 
either Duke the warrior or Oswich the 
witch, Hmmm ... Duke seems more 
suited to my ruggedly handsome physi- 
que ... 

Loud la ughter from o ffstage 
WW Watching screen, game now 
loaded. Hmmm ... nice graphics ... like 
the way that cat moves across the screen 
... Let's go south. What?? That's no 
good ?? Oh, it expects me to type Go s\ 
Ah well ... The door is scaled'?? 
Hmmm ... (The Wizard tries a feiv 
entries) ... Let's try "Examine door' 
That's no good 1 ... That's no good' 
That 4 s no good h 

After several minutes of frustration 
the White Wizard goes to the phone . . . 
WW Hello ... Anirog?? ... How the 
do I get out of the First location, and 
why does the game crash when I enter 
'Say to* and miss oul ihe characters 
name, and how can i tell whether I'm on 
the right track if whenever Frn trying to 
solve a problem all ihe computer will 
say is That's no good h unless I get it 
EXACTLY right? 

After a brief conversation the White 
Wizard returns to the. keyboard and 
enters 'Break seal\ 

WW Aha! The next location. A bu ol- 
der blocks my path! Let's try "Move 
boulder' ... That's no good' Okay, what 
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about Tush boulder 'That's no 
good' Humph! .-/i Thats no good' ... 
That's no good* ... 'That's no good' ... 
That s no good . . . Aaaggh! ! E 

The While Wizard goes back to the 
phone.. . 

WW Hello, Anirog?? Alright, how do 
1 gel out of the second local! on ... 
What?7! Trace symbol'!!! How was 1 
supposed to guess that if all the program 
will say is 'That's no good'??? . „. Ah, I 
we, you're going to put some hints on 
the packaging - 1 should think so r too. 

The White Wizard returns yet again 
to the keyboard and enters T^ace 
symbol\ 

WW Well at least that time J didn't get 
That s no good - Although how I was 
supposed to know that the thing on the 
wall was a symbol I don't know, Looks 
like a trumpet, to me . - Now, let's see 
A demon biocks my path ... Let's try 
getting that sword . , . Ooops! It's slipped 
from my hand and fallen down a cre- 
vice! I don't like the look of this ... He 
tries several commands. That's no 
good 1 ... That's no good' ... That's no 
good' ... That's no good' ... Aaaaaa- 
ghhhh! 1 can't bear it any longer!! 

The An i rag tape is suddenly levi- 
tated from the Commodore cassette 
deck and vaporised. The soothsayer 
enters with a large bottle,,. 
SS I told y ou s . . . Ececk . . . o . . . graark ! 

The soothsayer undergoes a hideous 
transformation and hops out of the 
worn croaking loudly ... The White 
Wizard grabs the bottle and storms off. 

Curtain 

Yes. dear readers, there arc two mor- 
als here. Moral number one - when a 
wizard throws 9 wobbly, stand well 
clear. Moral number two - avoid Anir- 
og' s game unless you like an advenluure 
that expects the most obscure inputs 
and rewards all others with, Thai s no 
good\ 

Just to put I he icing on the cake, the 
game also has a habit of jumping into 
Basic every so often, expects you to use 
capital letters when necessary and re- 
jects input if they're absent, invites you 
to speak to other characters but then 
makes YOU do whaL von told them to 

u 

■do ... and so on. and so on. 

To be fair to Anirog> 1 won't include 
the game in the ratings because (having 
not got very far with it) 1 don't feel 
qualified to do so. To be fair to you , dear 
reader , 1 will say that 1 found the way the 
program interacted with the player 
absolutely infuriating and in this case it 
would take more than a bottle of Pipis- 
trelie to get me back to the keyboard. 

Serpent's Lair 

Haven't seen much for the Beeb re- 
cently, so 1 was quick to load up 
Serpent's Lak from Comsoft. How 1 
wish J hadn't. 1 don't want to waste your 
time with this, buL really, unless you're 
below the age of ten you shouldn't 
bother with this game. Even then you 



should think twice. 

Serpent's Lair has you travelling 
round the world solving 'puzzles'. The 
vocabulary of the. game is tiny — far 
smaller than can possibly be excused on 
the basis of lack of memory spaee. 

Eut wait a. minute, perhaps I've got 
the wrong end of the stick - perhaps this 
IS a game for young children. Surely I 
should give Comsoft the benefit of the 
doubt? Hmm. r . well, if it is for children, 
they're going to end up thoroughly 
confused - the program doesn't check 
your inputs sufficiently, and the result- 
ing responses are highly misleading. 

For example, if a bear asks you for a 
coin (as it will do), and you happen to 
have a money box, entering Give 
money box' will get you the response 
You ha vent got it', even though it 
figures larger than lite in your inventory, 
in fact, entering 'Give qwtry 1 will get you 
exactly the same reply. 

The graphics are chunky, uril magi na- 
tive, and repetitive. There's no sound, 
There's no... At this point the White 
Wizard gives up in exasperation and 
passes on to the next game. Come on, 
Coins oft, you can do better than this. 

King Solomon's Mines 

Scvcrti Software have two new games 
out for the Commodore M, King Salo- 
mon's Mines and Nuclear W&r Games, 
The latter is of some interest if only 
because two distributors refused to 
touch it because of the title They're 
both graphics adventures with between 
60 and 70 locations, but despite the 
topicality of War Games it was to King 
Solomon's Mines that I paid my first 
visit. 

This h a split-screen text/graphics 
game with simple verb-noun input and 
equally simple, though colourful, hlocky 



graphics. If youVe read the excellent 
book by H Rider Haggard, on which the 
game is very loosely based, then you'll 
known the rudiments of the plot 
penetrate into darkest Africa where the 
natives are anything but friendly and 
bring back the goodies. 

There realty isn't a lot to say about this 
game. There's noLhing startlingly origin- 
al in it, apart from a short real-time 
sequence in which you have to escape 
from some quicksand, and I think it's 
possibly a bit pricey at £9.^5. 

The vocabulary is rather limited ('Ex- 
amine", for exam pie, isn't understood) 
and as with Peter Pan from H odder and 
S tough ton I reckon you're better off 
with the hook. The trouble with prog- 
ram y like these is that they can never 
match the detailed descriptions of the 
■original. 

Nuclear War Games isn't a lot better, 
though it's a pound cheaper. The plot is 
rather uninspiring - the NQUAD com- 
puter has gone berserk and is intent on 
stalling a nuclear fry-up. Your com- 
mendable, hut totally predictable, task, 
is to stop it. 

The format is identical to King Solo 
mon^s Mines, though there arc fewer 
locations. Both programs allow you to 
carry up to five items at oncc r accept 
simple commands, and don't display 
exits unless you particularly request 
them. 

The graphics are quite acceptable, but 
really that's about the only thing I can 
say in its favour, 

Meanwhile Severn Software tell me 
that they're gearing up production in 
order to be able to spend more time on 
programming and d eve! o ping more 
complex games, so perhaps their future 
releases will be more enjoyable. 

We shall see. 



FIRST INTO THE White Wizard's mail- 
bag was a brief note from Iain Moring. T 
read your review on Melbourne House's 
Sherlock, and rushed out to buy it. That 
was yesterday. I really don't know what 
all the fuss was about. Admittedly I 
found it difficult at first, but after two or 
three hours , having got into the train of 
thought of the author, I found it easily 
mastered. I would be glad to give any 
help to anyone, anytime 

Many thanks for your letter, Iain, and 
I'll include your address in next month ? s 
Helpline, so if there is anyone out there 
having trouble in Victorian England, 
don 't despair because help is at hand. 

Meanwhile, a number of adventurers 
seem to be getting to grips with another 
mystery the identity of the White 
Wizard himself. Anyone with even the 
slightest knowledge of magical practice 
must realise that the last thing a wizard 
will reveal is his name, lest it be used in 
dire mystic rituals designed to rob him 
of his powers. 

Karth 4 Pele Austin' De monolayer 
has other ideas, however, and claims to 
know my real name. Sony, Karth, if you 
won't reveal your own name, you can 
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hardly expect me to reveal mine! I will, 
however, say 6 lig' to all your mates in 
the Scum Mouth Tribe of Black Ores in 
the Caves of S venal, as requested. 

Meanwhile, James Elliot says he has 
Strang suspicions about the White 
Wizard's identity - 'It's driving me 
CRAZY 1 , he cries. Ah well James, in this 
mad world it's the crazy people who 
have the most fun, Many thanks for your 
letter, however, and I've included your 
offers of help elsewhere in the issue, 

David Dew, requesting help with 
Pilgrim's Progress on the Spectrum, 
says 'This is a good game, requiring a fair 
know ledge of the book and also a lot of 
reference to the Bible. However;, it is one 
of those where you have to answer 
virtually word-perfect and where words 
acceptable in other answers are not 
understood 1 Actually, David, this is one 
of the few games I haven f t tangled with, 
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Curse of the 7 Faces 

Artie have been busy 
again on behalf uf Spec- 
trum Lind Amslrad ow ri- 
sers, After bringing out 
^jjj Eye of Bain - their first 
■'^S^#^ graphics adventure — 
axf'^Aj they've reverted to text- 
only with Curse of the 7 
t ^* faces Don't let the text- 

V'TW Hlnnly aspect put you off, 



since the location descriptions are de- 
mited and reasonably original. 

Your objective is to achieve Wizard 
status by finding a spell book, a staff p a 
huL and a cloak. I should point out here 
that in real life you would also have to 
apply for membership of the National 
Union of Wizards, normally only 
granted following payment of a massive 
fee. For Artie's sake, however, I am 
content to let the matter rest for the 
moment. 

Once vou've achieved such elevated 
status, you must prove your mettle by 
defeating another (evil) wizard to win 
the game. There are approximately 150 
locations and an average vocabuJarly. 



linked together by a number of puzzler 
most of which are fairly logical and 
perhaps not quite so difficult as some of 
Artie's earlier offerings. Even the obliga- 
tory maze gives away must of its see re Lb 
by having each room named after a 
different colony and you can list the 
games vocabulary by typing 'Dic- 
tionary". 

like all Artie's games, this is an 
enjoyable adventure, Tt doesn't have 
independent characters wandering ab- 
out, or enormously complex sentence 
input, bill it does have a hypnotic 
mirror, a Herculean rabbit, and enough 
to Ue ep y o u busy far into the night. 

WelL that's it for this month, Don't 
forget, if you have any commenLs or 
suggestions for the Ad venture world 
pages, do let me know. These arc your 
pages, and the White Wizard remains 
your humble servant. The address to 
write to is: The White Wizard. Personal 
Computer Games,, 62 Oxford Street, 
London WlA 2HG. Correspondence 
on all aspects of adventuring and life in 
the Goblin's Dungeon is most welcome. 

STOP PRESS: Curse of the 7 luces will now be 
relied by Imperial Software (NOTArlk). 
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ADVENTURE 

NEWS 

Ho new titles 

1984 ended on a sad note 
for some adventure 
houses. Marie eh, Phipps 
Associates, and Virgin 
have all decided against 
releasing further adven- 
ture titles unless the mar- 
ket improves, 

"We move in Lhe way 
the market dictates/ said 
Virgin's Hugh Band, L and 
it ? s nt)t currently pointing 
at main -stream adven- 
tures: Will 1985 prove 
him right or wrong? 
Your purse-strings will 
decide ... 

More from Level 9 

Level 9 are bringing out 
three new gdmes + entitled 
Emerald isle, Price of 
Magic, and Red Moon. 
Emerald isle is a new 
lie par lure for the com- 
pany - it retails at £6 95 
rather than the usual 
£9,95 required for other 
Level 9 titles. 

The lower price is 
being charged because 
Emerald Isle, is shorter 
than our other games,' 
says Margaret Austin, 
'with only 150-plus illus- 
trated locations, com- 
pared to the 240 nn Re- 
turn to Eden * The game 
has you bailing out of 
your aircraft over an is- 
land dominated by an 
exotic civilisation from 
which you must escape. 

The other two Level 9 
releases, both with 
graphics, are Price of 
Magic and Red Moon, 
These will be full-scale 
games, changing hands 
at the usual £9.95. More 
details next month. 

Karri sequel 

Interceptor Eire bringing 
out the long-awaited 
Empire of Karri, sequel 
to the very successful 
Heroes of Karn. The 
game should be coming 
into the shops as you 
read this, priced £7.00, 
initially for the Com 
modorc 64. 
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but I appreciate the annoyance of hav- 
ing to be word-perfect. The White 
Wizard is firmly of the opinion that you 
should be able to solve puzzles in 
adventures without having to waste too 
much time on vocabulary problems 
What do other readers think? Should, 
for example, more games include a 
vocabulary command? 

Finally, I regularly receive letters from 
readers asking for games suitable for 
apprentice adventurers. This is a very 
difficult question to answer, and I'm 
inclined to say that there is no such 
thing as a good beginner s adventure 1 . 
You can always dive in at the deep end 
and be sure of finding your feet sooner 
or later. As a general rule, however, if 
yuu haven't played adventures before, 
stick to the most popular gam ts — then if 
you do get stuck you 1 11 find there's 
plenty of help around 1 both on these 



pages and elsewhere. 

Few adventures are too difficult to 
crack provided you follow some basic 
guidelines. The first thing to do of 
course is make a map, Lhe next thing 
that helps is to find out how the program 
actually works. For example, if a game 
says 'You can t do that' every time you 
enter something, does that mean 'I don't 
understand' or You can 1 1 do that ..." or 
'You can t do that here ? 

The best way round problems like 
these is to test the program by typing in 
nonsense. Enter 'qwty mgkj_\ for exam- 
ple, and see what happens. Little tricks 
like this can help you work out what 
input the program is expecting. If any 
readers have any interesting hints or tips 
about the actual playing of adventure 
games (as opposed to the solving of 
particular problems) than the White 
Wizard would certainly be interested in 
hearing them, with a view to publishing 
them on these hallowed pages. 

In the meantime h Fd just like to say 
how much TVc enjoyed hearing from 
you all. Your letters are a joy to read, and 
without them Adventure wo rid would 
be all the poorer. Sec you next month. 




Adventureworld 



THE PCG 
HELPLINE 

STUCK in a game? Tearing your 
hair out? Check out the follow- 
ing offers of help from fellow 
adventurers. And if you're just sitting 
back in your armchair and feeling smug 
and satisfied having cracked your latest 
game, why not write in and add your 
name to the list? 

Don't forget - if you're writing to 
anyone on the Helpline and want a 
reply, do enclose a stamped, self- 
addressed envelope. If you have a prob- 
lem with an adventure, or want to offer 
help, the address is Helpline, Personal 
Computer Games, 62 Oxford Street, 
London W1A 2HG ... on postcards 
on ly r please. 

Remember, only one cry fur help per 
reader each month so that we can fit you 
all in. You can, of course, offer help on 
as many games as you are qualified to do 
so. If you include your telephone num- 
ber, bear in mind that you may receive 
many 



Aid for 
adventure 
addicts 



Mere we go- This month's helpful hints 
for anguished adventurers. Use the 
Clue Code at the end of each problem 
to identify a square on the grid 

Starting at that position, read every 
second letter until you have a com- 
plete sentence. 

When you reach the end of a row, go 
back to the beginning of the next line 
and carry on/ 

1; Can t get the coin from the com- 
post heap in Level 9 T s Return to 
Eden? This should heip clear matters 
up. (Clue Code A 1) 

2. Use this to get the better of the 
witch with the golden staff in TrtHn 
Kingdom Valley. (Clue Code Dl). 

3. Having trouble with the pirate in 
Heroes of Kam? This should help \ . 
fC1ueCudeC2). 



Help offered 
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Sherlock 

Iain Moring, 54 Kynance Gdns, Stanmore, 
London 

Heroes of Ham 

Tom Hunter. 3 St Hildas Court, Whitby, N 
YorksTet Whitby 600767 

Colossal Adventure, Heroes of Karn, The 
Hobbit, Voodoo C&$tle, Hulh 

Chris EasLwuod, 4 IE Thorncy Leys, Fox 
Meadow, Witney, Oxon 

Twin Kingdom Valley, Golden Baton 
Keilh ftandle, 16 Kildcrmorie Close, Col- 
chester Tel. Colchester 841 165 

Knights Quest, Inea Curse, Ship of Doom, 
Mountains ofKct, Planet of Death, Espion- 
age Island, The? Hobbit, Pharaohs Tomb, 
Magic Mountain, Colossal Adventure* Gol- 
den Apple, Vclnor'sLair 
Mr D W Small, 14 Mcare Est , Woburn 
Green, High Wycombe, Bucks, HP10 ODX 
Tel. 06285 24529 

Time Machine, Invincible Island, Urban 
Upstart, Lords ofTimCj Snowball, Quest for 
the Holy Grail, llampstead, Sherlock, The 
Hobhlt 

Euan Terras, 9 Leslie Terrace, Ptestwick. m 
Ayrshire KA19 LLN 

Pimania, Valhalla, all Artie And Level 9 
adventures, Twin Kingdom Valley 

Nicholas Farina, Regency Bar, Church St h 
Accrington, Lancashire Tel. 0254 32394 (5- 
6pm) Mure chance of reply II you write 

Zodiac, House of Death, Ship of Doom, 
Espionage Island 

Simon Ross, 33 Cromwell Road, Kidlington, 
Oxon, OX5 2LWTel 08675 5869 

Heroes of Karn 

Steve Syrett, -28 Fairslone Close. Mill I«sne, 
Hastings PN3S5EZ 

Twin Kingdom Valley, The Hobbit, Lords of 
Midnight, Urban Upstart 

James Elliot, 266 Carseview\ Tullibody. 
Alloa, FK10 2SU 



Help Wanted 



The Count (Vic 
Where does the count go after breaking the 
coffin lock? 

Margaret Hopkinsun, 45 Campion Road, 
1 pswich i 1PZ 0LJ Tel , U473 597 5 1 
Heroes of Karn 

How do you open the clam and kill the 



Anon, 15 Boscombe Overd iff Drive, Bourne- 
mouth n Dorset BH5 1 LN 
System 15000 

How to get information from Sclera Sees 
Tom Hunter, 3 St Hilda 1 s Court, Whitby, 
North Yorks Tel Whitby 600767 
Colditz 

Where do you find the code tor the combina- 
tion lock? 

Anon, 44 Hyde Place, Aylesham , Canter bury n 

CT3 3ALTeL Nonington 840319 

Urban Upstart 

Any help appreciated. 



Damn Med craft, 2 The Point, Ruislip Gar- ! 
den^ Middlesex, HA46LT 

Magic Mountain 

How do I get past the first few rooms and 
through the maze? 

Dominic Heaney, 5 Brook Avenue, Dag- 
enham, Essex RMlO 9TJ Tel. 01 593 50.^ 

Hulk 

How do I pull the ring, get bio-gem, and 
escape from the underground room? 
Rohin Seamer, 28 Windermere Walk, Heath- 
crside, Camberley, Surrey, GU15 1RP 

Twin Kingdom Valley 

What do 1 do with nhe Secret of Lif e? 

Roy Johmmne, 75 Pinehurst Road 7 Anfteld, 

Liverpool L4 2TXTel. 051 263 7462 

■ 

Pyramid 2000 (TRS 80) 

How do you gel past ihe K r ^n serpent? 

J P Bland, 4 LaureH Court, Stonehaven, 

Ki n carttin s^hire , AB3 2G □ 

Magic Mountain 
Any help appreciated. 

Graeme Relict, 3 Grange Road, ClixkhcaUm, 
W Yorks. BD1A3DY 

The Hobbit 

How do 1 get oue of the gobKti'4 dungeon and 
what do 1 do in the el veil king's cellar? 
Shaun Morris, 34 Wyther Park CrcscisnL, 
Annle^', Leeds, LS122RY 

Pilgrim *s Progress 

Whai should I do when I com* across the 
three men asleep in the road? 
David Dew, 4 High Held Wjiy r Ritzkmans- 
worth,Herts k WD3 2PK 

Sword ofHraket [Vsc 20) 
HowdoyCHl find the axe and kill theduckV 
Stephen Bowes, 104 Western Road : . Goole, 
North Humbersidt, DNI46RD 

Planet of Death (Spectrum) 

Where do T find the hi&er gun? 

Roy Palmer. Gosfietd School, Hals Lead, 

Essex, C091PF 

The Hobbit (BBC) 

How do you get into the barrel and da yrru 
kill the hutler? 

Ian NewEombe, 7 Pentley Close, Wclwyn 
G&rden City, Herts, AL8 7SH 

Hulk (Spectrum) 

iiow do 1 block the gas outlet? ("Wilt give 
I I obbit tips in return) 

Stephen Fitzgerald, 10 Highficld Drive, Jck- 
enham. Middlesex, UB10KAL 

Sherlock 

Can't open safe without R^sil shooting nu.\ 
Can't enter Fender s house, or Basil's in 
London. 

Paul Hobbs h 124 Winchester Road, Shirley, 
Southampton, I lams, 501 5RP 

Valhalla 

Where's Kranks HaU ? 

Alex Marsh, 16 lan Road, Billericay, Essex, 
CM120JX 

Planet of Death {Spectrum) 

Mow to get the rope off the tree and get down 

the hole. 

AJun Brooks, 24 Braehead Avenue, Coat- 
bridge, Lanarkshire, ML5 5ET 
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MkroProse Software 
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F- 1 5 Strike Eagle 
features superb 3^D graph ics p 
F-15 manoeuvreability oomputi 
assisted targeting including 
fighter Heads Up Display, airborne 
air to air missiles, surface to air missile 
defence, ground target bombing, full aero 
batics. amJ miiltiple combat scenarios* 



DISK/CASSETTE 



£14.9 



BQ% POM Eft 



1 



SOLO FLIGHT] Ti±kc afF with Una trcci friendly rligM 
simulator which includes 3-D graphics, full cockpit 
instrumentation, dual VOKs, IL3. 2 J different airports, 
and real lite challenges tram weather and mechanics? 
emergencies^ DISK/CASSETTE £14.95 

SPITFIRE ACE: Save London, d u ring the Blitz .n 
your RAP Spirfirel Outstanding oul; orthe-COi'.npir 
3 ■ D graphs s: 1 4 d irteren t con^ar r*os, 
DESK £12.95, CASSETTE £9.95 

n MO COWlAMDERi Defend Europe :ri an 
acoe'erattjd real-time war situation J Fu^l scrolting 
battle map, Inctudes infantry, armour, 
helicopters, aartofces and tactical nuclear 
weapons. DISK £12.95, CASSETTE £9,95 



U.S. Gold Is stocked by all leading 
computer stores including: 




John Menzies 



WHSMITH WILDINGS 




Seeing 



001 Arcade VIC 20 (UNEXPENDED) 
SNAKE BFTE - Si m ply the slftberlesl 
game of its hind. 



DOS Arcade BBC MICRO B 

DUCK! - Comedy and music in this 
duck shoot. 




00$ Arcade SPECTRUM 1GK/4BK 
RUN BABY RUN - Multi-car cop 
chase and shoot-out 




002 Arcade, VIC 20 <UNEXR*NDED> 
MICKEY THE BRICKY - Four 
screens packed with fun. 



003 Arcade BBC MICRO B 

BIRO STRIKE - Wing the planes 
and shoot the pigeons . 



004 Arcade BBC MICRO B 

GOLD DIGGER - The hazards of 
digging tbrgokd down under. 




013 Arcade BBC MICROS 

ACI D DROPS - Fly 1 hroug h lo Lackte 
the mutant spin ners. 



022 Arcade BBC MICRO B 

E6THA- Recover the sacred statue 
of Estra the snake god. 



023 Arcade/Strategy BBC MICRO B 
THE HACKER -Terminal to modem, 
telephone network to mainframe. 





009 Arcade SPECTRUM 16K/48K 
TERRA FORCE -Terra man 

defends earth against all odds. 



010 Arcatfe SPECTBUM 
MEMACE - What happens when 
teacher turns his back. 



021 Artede SPECTFlUM 1 SKMSK 

CRAZY CAVERNS - Tan crazy 

05 vet n s, ten h u rrg ry mouthy to feod- 



■ s. 





007 Arcade SPECTOUM 4BK 

EXODUS - Strange crealu res 
emerging from the pits. 



014 Arcade/Strategy SPECTRUM 40K 
MR, FREEZE - Six com^rtrrt&nte, 
each tougher to de-ice. 



01 6 Arcacte Adventure SPECTRUM 48K 
BOOTY - Twenty holds crammed 
full of pirate loot 



008 VtorGame SPECTTIUM 4BK 
VI KJ NG RAIDERS- Atest of str ategy 
against the computer or friends. 



SCREEN PRINT SERVICE 

SINCLAIR SPECTRUM AND BBC MICRO B USERS ONLY 

Notice the quality of printed screens on the front of our Silver range packs. If you are a computer 
artast we can -offer you bard copy of your creations in the form of; 

1 2 M x 9 ,v FULL COLOUFI PRINTS by ink jet printer These are available in two formats; 
1. R^PER- E6.95p each, or 2. LAMINATED (Board- backed) -£9,95pe*ich; 
both prices inclusive of VAT and postage. 

Send your sai/ied screen ^ n c*is5@tte or disc (st^te border rolour, if Spectrum) with a crossed 
cheque/ PO made payable to BREBtRD SOFTWARE, to the address below Your cassette or disc 
will bej relumed with order Allow 14 d-iys far delivery 

SCREEN PR INT: 

TREEPOST FIREBIRD. WELUNGTOM HOUSE, UPPER ST MARTIN'S LANE, LONDON WC2H 9BR 



MAIL ORDER 

Please state name of game (and machine) and 
numbers required, 

Enclose crossed cheque/PO made payable to 
FIREBIRD SOFTWARE. 
Air offers arc subject tn availability. 
Orders are despatched promptly Alt prices 
inclusive of VAT and postage. 

MAILORDER: 

*FHEEPOST FIREBIRD, 
WELLINGTON HOUSE, 
UPPER ST MARTIN S LANE, 
LONDON WC2H9BR 

TJd stamp raauifed 



FIREBIRD SOFTWARE, WELLINGTON HOUSE, UPPER ST. MARTIN'S LAME, LONDON WC2H 9DL. TEL: 01-379 6755/5626 




NEW RELEASES: 



MR FREEZE 
^ AMSTRAO 

Ml the wild bumch 

AM ST RAD 
MR FREEZE 

rjrf sm. DBC micro b 

ESTRA - 
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OMMOLJOUE 64 
BIRD STRIKE 

^ TlECTRON 

THE HACKER 

,a jj P ^ ELECTRON 
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011 Arcade SPECTRUM 4flK 
BYTE BITTEM- Solve the clue then 
play Sea King. 
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D 1 2 AtivE-nEure SPECTRUM 40K 

THE WILD BUNCH - Accused ot 
murder, hunt ting real killer, 



0 1 8 Arcade CQMVIO DOPE 64 

EXODUS - Strange creatures 
emerging from the pits, 




01 5 Arcade/Sltalegy COMM0OORE 64 
MR. FREEZE - Six compartments, 
each tougher to de-ice, 




01 7 AiGtfcte Adventure COMMODORE 64 
BOOT* - Twenty holds crammed 
full Of pirate loot. 



0 1 9 Arcade COMMODORE 64 

HEADACHE - Nervous Ned 1 s quest 
to serve The Brain. 



020 Arcade COMMODORE 64 

ZULU - 1 00 gdden masks hidden 
in a magic rn&jo, 



024 Arcade AdvertlLreCOMMQUOHE- rt4 
GOGO THE GHOST - 1 50 different 
haunted castle chambers. 




l 



rib 



BOTH 

£5.95 

each 

^^^^ 
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201 COMMODOflE 64 
DEMONS OFTOMZ- 

100% Graphic Exploration. 



202 SPECTRUM 4 &K 
BUGGY 9 LAST - 

Space Mission Simulation 




"THE STAFF OF KAKIWH" recommended retail price JE9.95 inc VAT 
Available from W.H.SM1THS, BOOTS, J.HENZIES, WOOLWORTHS 
and all good software retail outlets* Also available from 
ULTIMATE PLAY THE GAME, The Green, Ashby-deiaZouch, Leicestershire LE6 5JCJ 

(P8fP included) Tel: 0530 411485 



Challenge Chamber 



msmg of arms and the men. Two 

I valiant gladiators from the Midlands 
HI of England entered the Challenge 
Chamber this month for a classical 
play-off on Mi cm- Antics' un expanded 
Vic game Chariot Race. 

Lee Simpson, 14, of Tuxford in Notts, 
is a Vic veteran, having received his 
machine way back in November 1983. 
He buys a couple of games a mou 
which he pays for with the huge 
amounts of money he earns doing a 
paper round. Chariot Race is his 
favourite game : but if begets bored with 
it he can always try something he's 
written himself - such as Race Night, a 
horses and betting program. Soon, Lee 
intends to embark on a study of the 
mysteries uf machine code. 

From Walsall comes L. 5 -year-old 
charioteer Simon Grainger. He's had 
his Vic for six months and is still very 
happy, Apart from Chariot Race, He's 
very keen on Imagine' s Mega-Vault. 
Unlike Lec s Simon doesn't program - 
and has nu intention of learning. Play- 
ing the game's the thing for him. 

And so they reached that most myste- 
rious and forbidding of all arenas, that 
Colosseum of computer games, where 
wallies are thrown to the lions and the 
brave win their laurels - the Challenge 
Chamber. The chariots were ready and 
waiting. The object of the game is to 
survive and win a twenty-Jap race 
against .some of the nastiest drivers since 
Ben Hur, Out of the walls project 
buttresses into which you must force 
other chariots in order to score points. 
Gauge monitor speed and pushing pow- 
er, and if you go too slowly the irate 
crowd will start to lob fireballs onto the 
track. 

The contest was to be over five races, 
with the highest average taking the glory 
and the spoils of victory. Simon was the 
first to crack the whip and charge away, 
bumping and crashing his rivals into the 
walls. The crowd roared, but disaster 
struck as a lapse of concentration saw 
him pulped on a buttress for a paltry 
2,906 points - 5 T G00 below his best, 

Lee was off now, weaving through 
clusters of chariots at a tremendous 
speed. The laps ticked away while the 
points mounted up; 3,000 h 4,000 He 
looked set for a huge score unti^ with 
five laps left a rival spiked him and into 
the wall he went at 4 h 747. 

Race Number Two began with Simon 
cracking away in great style, Keeping 
speed fairly low at ISO he concentrated 
on smashing as many opponents as 
possible, it was mayhem and lots of 
points, With nine laps left he had over 
5 P 000 points and looked ready for a 
massive score. But, again - disaster. His 
team of horses got out of control and 
Simon was reduced to a heap oi bellow- 
ing wreckage, 

Lee set off at a cracking pace which he 
maintained throughout He was scoring 
points as rapidly as Simon had, but he 
wasn't getting killed either On he went, 




Two more plucky gamesters fight it out in our dreaded 

high-score test room. 




es down ler the fir-it ot f a vc yrueliirtcj ron^ 



FEBRUARY 1983 



PC GAMES 69 



■M Cplrn nnd 
determined, 
Simon 

Grn Iiit|frr 



A Charioteers 
Taking a well 
enrrieef break 



^ L*2 i> S i mp %pn Y 

rtsts on his 




MUM'S THE WORD 

IN THE MAGNANIMOUS MASTER'S MONSTROUSLY MASSIVE MAIL-BAG 



reaching the iast lap with nearly 7,000 
points. He held on to the end and got 
what all Chariot Racers are looking for - 
that 2,000 bonus for completing the 
course finishing on 8,676. 

Simon had Lo produce a big score now 
- or Lee had to bite the dust - for him to 
have any chance of catching up. And 
indeed he showed what he was made of. 
Through 19 laps he went, calmly 
ammassing points He had only one lap 
to go fur lhat succulent bonus - and he 
blew it on 6,639. 

Over to Lee. He gut off to a good start 
but fell on lap 1 1 and scored only 4,410. 
Was it bad enough lo allow Simon to get 
back inlo contention? 

No, because he had another rotten 
ride. On lap 13 his pushing power got 
dangerously low and he was smashed 
inlo the wall for a mere 5,622. Lee 
seemed to lose some combative spirit 
after seeing this: he could only manage 
4,649. But driving a chariot is a tiring 
business. 

And so to the last race. Simon needed 
a massive score, Lee needed only lo 
keep his head to gain a crushing victory. 

Simon started off with the bit between 
his teeth as well as the horses'. Deter- 
mination wa_s written in every line of his 
face, and translated into a heap of points 
on the screen. Once mnre F though, he 
couldn't surv ive to collect that essential 
bonus. Death on 6,114. 

Would Lcc let his lead go for nothing 
and snuff it on the first lap? Could his 
nerve hold? 

ft certainly could. He only made a 
scone of 3,172, but it was enough to give 
him a resounding victory with an aver- 
age of 5,136 to Simon's 4,331. Hail the 
conquering hero! 

But what of the loser. Should the 
Chamber Master's thumb stay up oi 
down? Did Simon deserve to be thrown 
to the Master's hungry lions? No, the 
Master's heart was filled with mercy and 
a touch of adi i lira Lion lor the 
courageous way he battled through on a 
day when the Gods were obviously 
against him. 



Dear Chamber Master, 
The score 1 sent in for Pogo joe could 
have been higher, hut my mum made me 
turn it off, I had 27 left and I was on 
screen 153, Could you please inform my 
mum that 1 1 .30 pm is NOT too late to go 
to bed and it is worth being late for 
school in the morning to gel my score 
printed in a great magazine like PCG, 
Steven Weaver, 
Sirathavan, Lam arks hire 

Well Steven, the Master sympathises. 
But he cannot enter into correspond- 
ence with individual mothers. As for 
being late for school, it's so long since 
the Chamber Master was at one that he 
can't remember if it's worth getting 
there on time or not 

However, you've succeeded in one 
very important thing - getting your 
score published. Here goes: 

PO&0 JOE KBM 64} 

*1 ,047,260 Steven Weaver, Strathavan T 
Lanarkshire 

Dear Chamber Master, 
I write to you in agony ... after spending 
5vc hours playing Quo Vadis 7 and 
reaching the centre-bottom of the map r 
my mother TURNED OFF THE TV] 
My strength was still 100% and the 



last time I looked at my score it was 
462,100. Not one word of apology can I 
force out of my dear matriarch. I am sure 
the sceptre was only a couple of caverns 
away, so I hope to return there soon 
(when she isn't around) and actually get 
it. 

Mark Trower, 
NulhalL Notts. 

Oh, d&ar. More mother trouble. What is 
to be done about them? They've got to 
have some time to watch the telly - or 
even to play a few games themselves. 
The Master urges gamesters to be more 
understanding. Mothers have a very 
difficult fob and it can't be easy for 
them watching their children playing 
Qu o Vad is for fi vehou f £ at as tret ch . 

But let's have a few more letters on 
this touchy subject. Wliy don't you 
mums write in and tell us your feel- 
ings? 

And, finally, a word about scores on the 
latest Ultimate games. On Knight Lore 
the Master will only accept entries for 
completed games - give the number of 
days it took you to do it. On Underworl- 
ds don't bother sending in high scores. 
It's percentages we want 
Get goin g ri gh t away. 
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ANClPfIAL(CBM 64) 

* 6.410/933 Homer Perry, London 

* 6.179, 503 Gary ] nd ey , Derby 

* 608 1 , 545 Gary Perm , Berk h aim Led 

ARABIAN NIGHTS {CBM 64) 

+ 3 1 ,400 Robert Ireland, Prestatyn 

* 29,850 Daniel Gilbert, 1 1 eathfi eld. Sussex 
+ 24,400 Richard Balashaw, S. Wirral 

BEACHHEAD (CBM 64) 

* 996 : UUU Paul Aveyard, King 1 * Lsnglcy 

* 7 75 , 750 Pau I J Larpcr , Bognor Regi $ 

* 745,000 Jason Bird, Chelmsford 



BEAHV AND THE EGG SHAKHEHS (Spectrum) 

+ 40,340 tain Red dick, Kirkcaldy, FitV 
+ 389*3 to Kri stia n I ^egg. Brai ntrec 
+ 2^ J 20 AJuxGm^.HUclLiiL 

BONGO {Vic 20} 

+ 11,027*500 Julian Lusk : London 
+ 6,000,000 Colin Geragbty, Blackburn. 
Scotland 

+ b,00a000 Kenneth Hannah, Blackburn, 
Scotland 

BOZO'S NIGHT OUT (CBM 64} 

* 75 Pi nib Paul 1 larpcr, Bognor Regis 
-Ar 50 Pints Julian Luks. Ltmdnn 

* 50 Pints Sebastian Hanley. London 

BUZZARD BAIT (Dragon) 

* 86,100 Derek I A ddl e , Hartlepoo I 



CHARIOT RACE (Vk20) 

* 93 34 Lee Si mpson , Tqxford , N otts . 

* 7b23 Simon Grainger. Walsall 

CHINESE JUGGIER (CBM 64} 

* 193,925 Vaughan Waylcti, Bramtree 

+ 1 85 A 45 Darren U rag! ess, Frimley G reen 

CHUCKS EGG (BBC) 

* 5,127, L30 Bincsh Partel, Wrexham 

* 4,065,670 Alia La ir Hindlc, Kirkcaldy 

* 3^074,080 Ian Cook, Braintra 

CHUCKIE EGG (S pact rum) 

* J 4, 1 62 ,0 1 0 S mart Brewer, Midd leton P 

Manchester 
+ 10,33 8,550 HichardM&z^aferri. Aberdeen 

* 8,079,540 Sieve n Taylor. Warrington 

CODE NAME MAT (Spectrum) 

* 1244 Gary f arvis, Culfurd . Luiadun 

* 1 13 L Richard Kuban Woking 

* 1080 Marcus HtMieysDtt. Bourne mo uth H 

Dorset 

DEATHtHASE (Spectrin) 

+■ & 17,589 Richard Taylor. Roth er ham 

* 514,9^8 John Dunne, London 

+ 4 18,479 Mark Johnston. ArhmaLh 

DECATHLON (Activision} (CBM 64} 

* 1 3 ,3 70 1 1 enry k Koto ws k i . Rr>3 1 r >n 
ir 1 3 .0 Ji 5 Ay has l Akcay , Lond on 

* 1 2 ,942 Pan I A id rid &e. Waiwfc k 

ENCOUNTER (CBM 64} 

* 652,200 Julian Venus. Winchester 
+ 257,800 Robert Love, li&sex 

FORBIDDEN FOREST (CBM 64) 

* 1 : S 56,478 Stephen C am pbe 1 1 , Dumfries 

* 84 1 ,40 1 Davi d M arli n , Ram Hga L 5 

* 837,24 L John Kelly, Castleford 

FLIP AND FLOP (CBM 64) 

* 23,825 Mikko Hyokki, Finland 

F0RTRESI (BBC) 

+ 34,350 Rupert Sadler, Wimborne. Dorset 

* 40,000 Alun Phillips, Formby 

FORTY NINER [ZXfllJ 

* l.itMHMJ Richard EtaJLlkinworlh 

* 64 J 95 Stephen Croshi n-.i I •..nhLnu- 

* 59 ,97 ft DLTi-kUrubb, Glenrothes 

RML(BBC) 

* 20.000,20(1 Paul O'M alley, Rornsey 

+ 2,046,900 David Butt i more, Pembroke 

* i ,105,950 Andrew Wilson, Aberlady, 

Scotland 

6H0STBU STEPS (CBM 64) 

* 25,900 Anthrmy Ford, Lcmghuin, Essex 

GRID RUNNER (Vie 20) 

* 744, 1 on Stt phen Torrttin son , Ashton 

* 542,420 Steven Bell, Barking 

* 3 33 Pau I Maid men i . Ti I churst 




GUARDIAN (CBM 64) 

+ 255200 CM I -yons : Huddersfield 

* i27 F 050 Alex [ViiL.TwiL'kL'nhaili 

HIGH MOON (CBM 64) 

* 340,500 l*clt3 r Lit w rcn lc. Blotch! ey 
■+ L37.350 Glen Dawson. Dorchester 

JAMMIN' (CBM 64) 

* 1,084,554 M. Banfield, London 

* 887,061 Duncan Heath, Norwich 

* 699,573 Cameron Heath. Norwich 

LOCO (CBM 64) 

+ 1,019,750 Kari La htin en, Finland 
■# J ,000,000 Paul Harper. Ft] p hum 

LUNAR JETMAN ( Speclrum) 

* j 82,520 John Elliott, Falkirk 

* 317,870 Nicholas Boo di.CluyedonyAvpri 

* 203,8 10 David Martin, Ramsgate 

MUSHROOM MANIA (Or id 

* 375, 1S4 Chris Swift, Bradford 

PERILS OF WILLY (Vic 201 

it 59,980 Paul Caines. Wolverhampton 

* 26,360 Adrian Fleming, Wigan 

* 25,980 Mathcw Spencer, Harlow 

POSTER PASTER (CBM 64) 

* y ,800 David Sharp, Dalgety Ray. Scotland 

REVENGE 01 THE MUTANT CAMELS (CBM 64) 

* 2,956 ,068 S cott Walsh, Batlcy 

* 2,623,425 Col'm Bradbury. Co wdunbtuLh 
it 2,600.000 Andrew Jones. Prestatyn 

SHEEP IN SPACE {CBM 64) 

* 2,450,000 ToinBurton.Saxjiiundhanv 

Norfolk 

itl ,83 L 3 52 J anies Ath erton , Sh effiel d 

* 1,147 000 John Nellie Birmingham 

SABRE WULF (Spectrum) 

* 5mina. 48 sees. Philip Sill. Steyning. 

Sussex 

* b niins. 45sci:s. hin Law, Aberdeen 

STOP THE EXPRESS | Spectrum) 

+ 14.800 StGVOT 1 arm an, Newtown, Pnwys 

* 14.730 lamic U'estwood, Brighousc 

SUPER PIPELINE (CBM 64) 

* 1,238.050 Rodney Bond .Billericay 

* 490 035 Sheila Bell. North Shields 

TORNADO LOW LEVEL 

(Spectrum) 

* 10i.474 Rldiard Mazzafcrri, Aberdeen 

TRASH MAN (Spectrum} 

* 27,262 Robert -Venn, Reading 

* 27.420 Simon Lowe, Huddcrsfield 

* 2 7 .222 K4>hcrt Puc i tvk . R u xi/m 



i 



OK - I'll dare the Challenge Chamber (This portion to be ftiicd in by wit n e*») 

Name Name ■ 

fl fj .--.--.--I--..-.---. --i. - . ... I a-ii . ... .-«. ... .... i .... . ... i|j jf^t I^Lfj T'C'SS .ii JkJiiiiikid.i j.i i j i i i r r i i i iri 11 i iiiiKriiiiirnri-ii ■ - ■ - ■ 

Telephone no. (if possible) 

I Occupation 

I Telephone no. (if possible) I confirm that the above claimed score is genuine. 

Game Machine Signed 



I 



My score is: scored on (date) 

| in a game lasting mins sees. 

| Signed . , „ T . 



Post this form to Challenge Chamber, Personal Com pit ler 
Games, Evelyn House, 62 Oxford Street, London W1A | 
2HG. 
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DON'T 
VAT 
THE 

PRESS 



There are strong reasons to believe the 
Chancellor of the Exchequer is planning to 
impose VAT on your magazine. 
Such a move would turn the dock back 130 
years — the last tax on newspapers and 
journals was repealed in 1B55. Since then k No 
tax on knowledge 1 has been a principle 
agreed by all Governments, even in the darkest 
days of war. 

A free Press is a tax-free Press. 
No Government should be given the power to 
impose financial pressure on a Press it may 
not like. 

Tell your MP to say l NO' to any tax on reading, 

I S£L,ed by rhe Re*i cdi ca- P l bl is hers Aasoc ■ a 1 10 n Langon 



j 
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SPECTRUU 



■GAME 
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ALL PRICES INCLUDE P&P 

QUICK5HOT II ONLY 
PLEASE NOTE IF YOUR ORDER 
EXCEEDS £50 YOU GET 
10% FUPTHEP DISCOUNT 

SEND CH EQU ESP. O- TO 
QOODBYTE^HCW] 
W LEATHER LANE, LO NDON EC1 

PLEASE STATE WHICH MICRO 




The New Force in Software 



THf ME OF DEADLY DRIVING 

BATTLECAR 

4 FOR 48X SPECTRUM . 





Tower of 
Despair 

48 K 
SPECTFiUM 



BATTLECAFES: "Go out and byy it today!" 

Personal Computer News 
D-DAY: "...an excellent wargame with graphics to match—at I ait!" 

Crash Micro 

TOWER OF DESPAI R: "Fantasy fans will love this game" 

Crash Micro 

Spectrum versions £7.95 C64 £8.95 From all good shops or direct from: 
Games Workshop, Mail Order Department, 27-29 Sunbeam Road r London WW 10 6JP 
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48K SINCLAIR ZX SPECTRUM 




"ALIEN 8" recommended retail price £9.95 inc VAT 
Available from W.fl.SHITHS, ROOTS, J.NENZ1ES, WOOLWOKTMS 
and all good software retail outlets. Also available from 
ULTIMATE FLAY THE GAME, The Green, Ashby-de-la-Zouch, Leicestershire LE6 5JU 

(P&P included) Tel: 0530 41 1485 



48K SINCLAIR ZX SPECTRUM 




"UNDERWURLDE" recommended retail price £9.95 inc VAT 
Available from W.H. SMITHS, BOOTS, J.MENZIES, WOOLWORTHS 

and all good software retail outlets. Also available from 
; FLAY THE GAME, The Green, Ashby-de-la-Zouch, Leicestershire 

(POP included) Tel: 0530 411485 



TRICKS 'N TACTICS 

PCG tips on high scoring hi your favourite games 



TIPS FOR THE ELITE FROM 



Two experts on the Acornsoft mega-game Elite have pooled resources for your benefit Stephen 
Corcoran - who's achieved 'Elite 1 status - and Marcus Jdtery (Deadly) reveal how you can join them- 

epic battle, just to be blown up by tion. Even when you have a full You will automatically clock, 
a roaming missile which you cargo, you can pickup alien hems 
couldn't hit. - ie motionless Tharglets, 

Beam Laser - replace your Docking Computers - on the 
front laser Enemy will blow up disk system, these are quite sluw : 
much quicker. It saves all that so aim for the space station as 

normal, and use them at the last 
minute. 

On a cassette version, you 
should buy these as your second 



HThe first problem most people 
are going to have, is getting Lhe 
feel of the controls. This takes 
quite a while, but with practice 
you'll make it. Before trying to 
play the game, spend a little while 
flying around and then re- 
docking at th£ initial space sta- 
tion orbiting Lave. 

At the start of the game, people 
tend to find joysticks easiest, but 
the keyboard will give you more 
control and quicker reactions 
(necessary when you become 
more proficient), so its best to 
persevere with the keyboard from 
the beginning. 

m Before going any further, read 
the flight training manual thor- 
oughly. Yes r we know you wynL 
to play the game, but the informa- 
tion you 11 get from reading the 
manual is invaluable, and will 
give far more tips than we uuuld 
ever cover here. 

| OK 3 so the first thing you must 
du is make lots of money, to fully 
equip your ship. Travel first to the 
planet Zaoncc carrying agricultu- 
ral goods up to your 100 credit 
limit, "fhen to Isinor with Com- 
puters- Finally on to Quitiri with 
acargoof furs. 

Money making then consists of 
alternating between these two 
planets carrying the cargo men- 
tioned - rather boring, but if you 
want to equip yciur Cubra. , . 

The best items to trade in 
appear to be Computers and 
Purs, between Rich Industrial 
and Poor Agricultural. To begin 
with, always pick reasonably safe 
planets - you'll see these tm page 
47 of the manual , 

| As you start earning money, 
you'll want to buy some ship 
equipment. The order in which 
you buy things is really up lo you, 
but as a general guide: 

Large Car$>o Bay- allows you 
to carry 35t, giving bigger profits 
peruip 

ECM System — there's nothing 
wor$e than surviving through an 



messing about. Although a beam 
laser is quoted at lf>00 CR, the 
price of the previous pulse laser 
will be returned. 



Fuel Scoops - nnt absolutely item of extra equipment, and use 

essential Lo begin with, but once them as soon a&the space station 

you have enough money and is within range (when the 'S' 

equipment, they're a useful addi- appears on the screen). 



sa v big lots of t i in e wJi en trod i ng. 

Military Laser - as soon as 
possible, replace your from beam 
laser with a mjiiuiry one. The 
enemy will have a tendency to 
blow up as soon as you touch 
them. 

In all of the above cases, dont 
buy equipment if it means you're 
going to have to make a trip 
without a full cargo bay. 

It is not really worth buying 
lasers for anything other Lhan the 




Here's a useful aid to playing ing area 
the new gold ran ge game fro m screens . 
Firebird for the Commodore 
64. Demons of Topaz. II 
shows the game's entire play 



comprising 56 game's most enjoyable fea- 
tures is the weapon you Ye 
There arc eight levels of armed with - a boomerang, 
seven screens which scroll and it always com e$ back, 
left and right. One of the Chris Anderson 
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Tricks 'n Tactics 





OBJECT 




Watch eutETftilroDm h 
MEAN, 



OBJECT 



06JECT 



OBJICT 



-n ■ rnr jumping ihe te 
*irfwi ■ ii n ohi-ect T* 




0BJEC1 



9 maffi 



No doubt this wan'f be the only Knight Lore mop 
printed by p magazine, hut we're confident if s the 
best - because it shows all 12B locatfons exactly as 
they look En th« game, 

To do it we enlisted the heip of Dimension 
Graphics, a company which makes its lining by 
producing colour printouts of screens from computer 
gomes. 

The sophisticated techniques they've developed 
allow them to fr«K a Sped rum or BSC program at 
any instonf, Then, using a curatom-built interface 
they can print out the picture on screen on their 
£14 000 Tektronix 4691 ink jet colour printer. 

Doing this for oil 123 screens was quite a task, 
but Dfmensron Graphics' Paul Winder didn't mind 
too much since if 9a ve him on excuse to spend a 
weekend p laying the gome. 

The finished map measures 6ft by 6ft — we had 
to reduce it slightly to fit the page! Knight Lore 
was our joint Game of the Month last issue. If* from 
Ultimate and ifs for the 4SK Spectrum, 



HIDDEN OBJECT 



OBJECT 



Batter denr auP lirf 
flfltr toHicting tfii oite, 





OBJKT 



OBJECT 



Wffkli hjI for f« I ling 
built ofier fQu\£ 
coll e=crcd Hi is object. 



POSSIBLE ST A AT LOCATION 



Th i en nev« tfte pile of 
four icHei id thai y«j 
urn j ump hi To tfte ciit. 




OBJECT 



48K SINCLAIR ZX SPECTRUM 




"KNIGHT LORE" recommended retail price £9*95 mc VAT 
Available from W.rLSNITHS, BOOTS, J.PIEIWS, WOOLWORTriS 
and all good software retail outlets. Also available from 
ULTIMATE FLAY THE GAME, The Green, Astibyde-laZoiich, Leicestershire LE6 5JU 

{Ffirr included) Tel: 0530 411465 



Tricks 'n Tactics 



ELITE TIPS 

conttf 

front view, because, they are too 
difficult to control - all the con- 
trols are eilher backward s\ or 
worse. 

The exception to this is if 
you've decided to use joysticks 
in which case you can turn the 
joystick upside- down to give you 
normal controls out of the rear 
view. 

Q One of the most awkward 
problems in Elite is docking, yet 
there h a very simple procedure 
to follow for e his: 

• Find the space station, using 
your compass. 

• Aim for a point midway be 
tween the space station and 
the planet, with the station on 
your right and the planet on 
your left. 

A horizontal line across your 
sights should intersect ihe sta- 
tion and the nearest point on 
the planet. 

• Keep s^ing until the station 
shows as a green dot (assuming 
no escape pod) on your radar, 
then slowdown. 

• Look right. The space station 
entry port will be visible (re 
member, it is always on the 



PtnMkfe Haw 





planet side), so you can stop as 
aoon a$ you arc aligned. 

• Look forward, rotate so that 
the station is in the sights of the 
front view, and speed towards 
it. 

• As you approach, slow down 
to match rotation during entry. 
This i$ not necessarily the 

quickest way to enter a station, 
but iL Ls a useful failsafe method. 



Now to the important part 
earning ratings. Tf you've got a 
disk system^ and want to make 
lots of kills , the easiest thing to do 
is fly directly out of a space 
station, until it only just fills the 
inner part of your sights, then 



stop and turn around. 

Fire once on the space station 
with your front lasers , Lhen blow 
up everything that shows, whilst 
moving at minimum speed to- 
wards the station. With military 
lasers and a little care, nothing 
will escape. 

When you reach the station, 
hypcrspace to die iicxl planet. 
This is fine for disk users, but I'm 
afraid that the best advice for 
eassetLe users i$ Lo hul anarchy 
systems. 

| Both winners of the monthly 
com petition for October have 
attained F.lite status. It" you've 
reached Competent, which 
should happen quite quickly 
once you get the hand of the 
game, you're probably wondering 
how lonj; ill I take to make the 
nextsUigc Here's the answer. 

After each 256 ships destroyed, 
vou get the message l RJGl IT ON 
COMMANDKR' at the bottom of 
the screen. You'll get this once in 
the middle of ihe Com patent 
stage, and about ten times during 
Dangerous. In all, yuull have to 
destroy arounds 6,500 ships to 
make Elite. 

Thai's a lot of playing time, so 
you'd better get on with it. Good 
luck. 




The living dead of 'Zombie Zombie on the Spectrum ckm't stand much uf a chance against 
Christopher Hester, Here are some ot his tips on how tu bwry those evil creatures for good. 

i Always build up the outer waFl' nut and not be able lo use your helipad. A wail three blocks high 



of the city The ante m Ant 
Attack may have stayed irisrde. 
but the sombje* won't .... they 
' may wander out into ihe desert 
an d yoJU ; H n^v<?r find them ! 



helicopter ij ni\l you lose a life 
4 NEVER trap yourself in a 
sealed off urea - i t the zombies 

.G^uA?f'/#ciU"" you "i^^jou ca n : 



W31 do - but you must leave a gap 
of one block for access, 
6 To g,et a fantastic city with long 
walls and no bits scattered about, 
kill <Mhl\ "the zombies except ihc- 



oiit you'll have to jpulf l.he. pliigff 
J Wat e poifitm around, the out 5 Pot . maaimu m protection when last one of live, Trap hi m ' t then go 
£frt£,jfrall so ypu etift' find your you start you can, if you want, around with your helicopter 
to the hejipud easily if: buMa wall rtiuiid the heti- building up. your walk and join- 
pad - it stops the zombies run. ing those already there. Then, 
uilifi up to . you if they materialize when you're satisfied with your 
nearby. You eati easily lose ait work, kill oft' the last zombie m id 
your lives from zombie* sit the the. city can he saved to teri« 



way 
youe 

3.NEVEK drop your helicopter 
onto a high w&H which yots can- 
not walk back up. You may jump 



JOUST 
RIGHT 



Ace arca.de player Julian 
Rignall of Tregaron, Dyfed is 
no slouch when it comes to 
his home computer. He s got 
an enormous 10,117,050 on 
Joust f of the Atari. Sa, lances 
at the ready and pay heed to 
Joust in' Julian's tips. 

• It is best lo hover near the top 
of the screen and drop on the 
buzzard riders heads rather than 
chase them about the screen, 




# Practise bouncing n ft the top of 
the screen at high a peed -this is a 
useful Tactic to catch the shadow 
lords by surprise. 

# On egg waves start at the top of 
the screen and work your way 
down, Any hutching buzzard rid- 



ers will always hp below yon, so 
reducing your chances of being 
dismounted. 

• To kill the pterodactyl, First 
turn away from it When il nmvi.'.- 
to attack you, turn sharply when 
it is very close to you and il wilt fly 
straight into your lance and die. 

• On higher levels do not Oy over 
the lava pits. If you do, you will he 
instantly caught by the fire troll 
and drawn into the lava. 



Kosmik Joke 

Deep advice from Jason Wing- 
ate, a London admirer uf Km- 
inik Pirate on (he Spectrum, 

1 Load garne. 

2 Curse, and go back to shop 
complaining. 




Scoring 
high 

at soccer 

And j Clarke uf Buddesley 
Ens or, Warwickshire reveals 
how to cream the computer 
in Commodore's Inicmu- 
tional Soccer for Ihe '64. 
YOUR KICK OFF. Take the hall 
with vour man and lei your Either 
striker rush forward. Move into 
line behind him as he goes and 
move forward also |ust as you 
arc about to be tackled, pass Lhe 
hull forward. 

Trie other striker should get lhe 
hall on his h^ari iind will continue 
to head the ball down field. You 
should now have a good chance 
iit scoring (sec bciow), This 
works on nearly all levels. Ft 
normally works well on human 
opponents too especially 
mothers! 

OPIHJNF: NTS KICK OFF. Tack- 
le as stum as possihle to gain 
possession Then pass to the 
(Mher slrikrr who is running for 
ward lis ahovi. fc \Vilh the opposi- 
tion char^ine, luwurds your goal 
you sin- hi Id be able lo lose a :j lew 
of Ihcm with the puce uf a good 
upheld pasr. 

SCORING. As well as |amcs 
Baker's diagonal method (PCG 
November) you can also score 
quite easily by shooting front just 
inside the penally area. Shoot 
from near the penalty spot - in 
line with it. but not ON it. Fire 
and lhe goalie will dive and 
usually iavc it Don't move ai all 
jus l hold down the fire hul ton. 
Wilh luck the ball will rebound to 
you. Give it one firm kick and you 
ought to score as - the keeper rises 
and tries to get back into posi- 
tion. 

This method works best in con- 
j unction with the two kick off (ips 
above when you have a man in 
the box and no defenders. 
BACK KRFJ.. Tliis is a possible 
move ; but usual I v occurs out of 
pure luck! You need two men - 
one with the ball centre screen, 
the other in front and ahnosl out 
of shot. A pass forward is needed 
- keep the joystick pushing in the 
same direction. The frontman 
should turn and knock the bafl 
back to you . 
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Gorff 
gambits 

Gorf has been around a Long 
time on the Vic 20, but it's 
still very popular. William 
Churuh in Liskeard, Corn- 
wall reveals how io crack it 



STAGE I ASTRO BATTLtf S 
At the beginning, move as close 
as you can to the force-field and 
nab Gorf - you should hi: ablu w 
blow up all of the front line and a 
fpiv of <h( a sucimd while Lhe aliens 
are appearing, This is essentinl in 
later levels as I hey start very dose 
to the force-field. 

Then move clown to the bot- 
tom and shoot the aliens until 
you are left with two or three a I 
the top and one below them. 
Now you can get a few Gorts, 
'Stopper 1 Ships, and fast-roving 
ships which move along the top. 
• 

STAGE 2 LASER ATTACK 
When the laser ships are Firing for 
the first time you should he able 
to gel the ships on Lhc left of the 
right forma-Hon, and vice versa. 
Only shoot the laser ships when 
there are one or Lwo ships left, as 
they then trv to kamikaze you. 
• 

STAGE 3 SPACE WARP 
lliis is probably the hardest level 
Move about and try to fire single 
shots into (he middle of the 
screen where the purple dots are. 
If this doesn't get ihem, swing 
from end to end following them 
as they twirl around. Fire fairly 
fast - but watc h they do n i sq uas h 
you in the middle when they are 
big. Remember you can move up 
and down and tliat the purple 
dots in the middle tell you which 
sh i p is going to attack vou . 
• 

STAGE 4 THE FLAG SHIP 
Stay at the starting point and 
quickly knock a hole in tire force- 
field. Then fire when the flag 
ship's 'nose 1 has reached the end 
of the screen. 

Do this twice. If you don't 
destroy the flagship after two 
sh ots, move to t he si d e a.s i t s l h i rd 
fireball will go for you. Then go 
back to the middle and repeal the 
procedure until you blow it up. 



BATTLING THROUGH 

One of the greatest American games of all time, available in Britain on the Atari, 
Commodore 64 and Spectrum, poses numerous brain-teasing joystick-testing puzzles. Chris 
Anderson gives his Boulder Dash lips, including detailed advice on some of the tough caves. 



The ground rules 
•Don't start a game unless 
you have plenty of free time 
available. It's too stressful to 
stop playing within just an 
hour or two. 

•Dont introduce anyone 
else to the game unless you're 
physically strong enough to 
wrench the in off the joystick, 
• Don't load the game in the 
presence of Vic, Oric or BBC 
owners for whom it i&n't 
available - they may try to 
steal your computer. 
^ Force yourself to stop play- 
ing a I least half an hour be- 
fore going to bed. This leav^ 
enough time for a quick walk 
through the night air to ease 
the tension. Otherwise you'll 
lie awake all night. 



traits to lay ingenious traps 
for them. 

Cave C Maze: Simply a mat- 
ter of working out an efficient 
route passing all the di- 
amonds. You should aim to 
end with the diamond bottom 
right near the exit. Look out 
for boulders toppling off 
walls. 

Cave D Butterflies: An easy 
cave on lower levels. There 
arc boulders in position 
above the first three butter- 
flies on level one. Just tunnel 
up to them and move out of 
the way. On the fourth but- 
terfly there's a boulder a I top 
right of the screen which can 
easily be pushed into a more 
suitable position 



• Don't bring down too many 
boulders onto the amoeba or 
you may find it hard tu escape 
later 

• Don't seal off the amoeba 
completely. You should block 
the last gap yourself, prefer- 
ably right at the bottom of the 
screen. Makes it much easier 
to collect the jewels after the 
amoeba has metamorphosed. 

• If the amoeba has com- 
pletely escaped, use what re- 
main ing time you have to 
collect the few jewels already 
created. Could give you an 
extra life. 

• On level one, it's easiest to 
seal off the right side first, 
then th e top A h en th e I eft. 
•Take great care collecting 
jewels - use the freeze button. 




General playing lips 

Digging down near boulders 
is far more dangerous than 
moving sideways or upwards. 
Avoid it if you can. If you 
can't, beware those toppling 
boulders. 

Make full use of the fire- 
button control which allows 
you tn collect a diamond, dig 
earth or move a boulder from 
a neighbouring square. On 
screen one, for example, you 
can collect many extra di- 
amonds like this and when 
you're letting fire flies loose, 
it's far safer that way. 

Remember the habits of 
fireflies and butterflies. Fire- 
Dies always turn left whenev- 
er they can, butterflies turn 
right. You can exploit these 



Cave F Firefly Dens: Clear an 
empty space for boulders to 
fall into and Lhen make a 
clear route to the top of the 
screen. Move left to the top 
den, and then as the fireflies 
move to the backs of the dens n 
move down, clearing all four 
entrances The fireflies will 
move up and back round the 
route vou ve cleared. You fol- 

u 

low them, picking up the di- 
amonds, and then leaving the 
p&Qi, making sure you move 
under a boulder to seal your 
escape path. On higher levels 
you will need to do the same^ 
the opposite way round. 

Cave G Amoeba: Great cave 
this, but can be very mean. 
The main tips are; 



It s all coo easy to get yourself 
trapped or killed. 

Cave H Enchanted Wall: On 

level one there's a pesky 
firefly just above the wall 
which is quite easy to crush 
with a boulder That makes 
life a lot easier The wall stays 
enchanted for quite a while, 
so don't panic. 

Cave J Tracks: The secret is 
working out a pattern of 
tracks which will keep the 
fireflies occupied for as long 
as possible after being re- 
leased. I've found a comb to 
be the most successful (see 
diagram). Fireflies have to 
travel along each tooth of the 
comb twice (down and up) 
giving you time to collect the 
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BOULDER DASH 



diamonds and escape. 

There are plenty of diffe- 
rent sequences for collecting 
the jewels (at least un level 
one). One of the safest is m 
follows. From the position in 
the diagrEim H move left to I, 
clearing a diversion. Then en- 
ter the catacomb and make 
your way toward 2 picking up 
a diamond en route. Clear the 
earth at 2 from the square 
above using the firebutton 
and immediately race back to 
3 L The chasing firefly will go 
to 1, giving you time to nip 
back inside the catacombs. 

This time head for 4, pick- 
ing up another diamond. Al- 
ter releasing the firefly, race 
straight back across to pick 
up the diamond at 5. Then it's 
sale to cross back over and 
run through that firefly's den 
to 6. picking up two rii 



tral diamonds a& well (as you 
must on higher levels) is a bit 
tougher, but can be done us- 
ing a similar method. You 
may have to expand your 
maze Still further, by tunneEI- 
ing out the space under the 
catacombs, 

Cave K Crowd: You can t 

afford to waste any lime in 
this one, You should do the 
left and top of the cave first , 
working out the fastest routes 
and remembering to clear 
plenty of earth, so that you 
don i get trapped. 

On level one you don't 
have to go through the nar- 
row stepped gap top right of 
the starting point. 

Instead go right along the 
bottom. This involves bypas- 
sing the firefly blocking your 
way, but that's pretty easy. 



because if it hasn t grown 
much by the time the butter- 
flies are alive, they can blow it 
out of existence. 

Cave N Zigzag: Here's 
another special one, where 
your tactics are limited purely 
by the power of your imagina- 
tion. Fve found three com- 
pletely different ways nf solv- 
ing it. but the most reliable by 
far is the one shown in the 
diagram. 

Hirst, create a small diver- 
sionary maze with a two- 
toulh comb, then tunnel 
along the top of the cave, past 
the boulders. Come down so 
that you're one square below 
the boulders. Then you can 
safely Lunnel under them 
(they fall into position behind 
you). Keep going until you hit 
your comb Then come back 




amonds. Return the way you 
came H and head for 7, picking 
up another diamond. 

Once again, the earth at 7 
must be cleared using the fire 
button, and vou must wait 
until the gap in the fireflies is 
at Lhe top. Immediately 
you've cleared it, cross to the 
other side and work round Lo 
S H getting two more gems. 
Finally you can come back for 
the four diamonds at 9, com- 
pleting your level 1 quota. 

If you haven't wasted time, 
you should now be able to 
leave the catacombs and take 
the safe exit route marked, 
before any of the fireflies have 
returned from their little jour- 
ney around the comb. 

Trying to get the four cen- 



iSearby is the penultimate 
jewel, and you can then make 
your way to the top for the 
last one. 

On level two this method 
doesn't work. Instead, you 
actually have to blow a hole 
in the stepped wall after first 
clearing the earth from 
underneath it It can be done! 

Cave M Apocalypse: It's 
worth getting really good at 
this screen, as you can even- 
tually pick up an awful lot of 
points, giving you extra lives 
for the tough ones which fol- 
low. Besides, seeing those 
butterflies explode into di- 
amonds is really satisfying. 

Don't clear a path to the 
amoeba right at the very start, 



and turn up just before you 
get to the boulders. You're 
now in the position shown in 
the diagram. 

What you must now do is 
release all six fireflies, one 
after another. You do this hy 
using the firebutton. when 
the firefly is next to the boul- 
der, and then immediately 
moving at least TWO space* 
right. The firefly will then 
move away left. Once youVc 
got the timing right you can 
do it every time. 

After all six have been re- 
leased you pull off your mas- 
terpiece. Move behind boul- 
der A and push it left to 
position A. You arc then com- 
pletely scaled off from the 
fi refl ics ! Continued o m rteaf 





lumps 

Cheat methods on three 
Spectrum games from 
Andrea and Duncan Meh.ee 
of Durham, The pokes are 
entered afler loading lhe 
first part of the programs 
with merge* 11 : list. The rest 
of the programs are then 
loaded by typing run. 

K05MIC KAMGA 

vabjL immflm - this gives you 255 
lives. 

poke 35156. n - n can be any 
number from 0 to 255 according 
fo how hi^h yiju wan I Lo jump 

HORACE GOES SKIING 

POKE 30027 ,0 and POKE 50644. o - 
slupK you being; charged tar skii. 

CAVELON 

To get to any level hold down 
kuys o t-u r mid a Lu l at Lhu same 
time. The rcsull is a message 'Hi 
Chris, whiil ilu.ymi want?' Press 
any key I Lu 6 to unit] the level 
of your choice. 

China way 

fa £h&at 

I n t ereeptor's China M in&r 
for the '64 is one of the most 
difficult platform games on 
the market. Here's how to 
make it easier. (We're not 
sure if this method can be 
used on Interceptors new 
i urhu- loaded version of the 
program.) 

1. Type verify and start the 
tape, Xfiis will soon give an 
error message. 

2. Enter LOAD :>: " n i 3 i to load 
Lhe first part of the program. 

3. Repeat this step to load I he 
second part, 

4. Enter: sys64738 poke 

32776,0: POKE 3 3520, JlLUIlbcr 

(0-29) - this allows you to 
start on any screen (depend- 
ing which number you enter), 
Then start the game by typing: 

SYS 33127 
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Eggsiting tips for Beaky 



fantasy's Beaky and the Egg Snatchers is a game that has 
aroused a lot of interest in Spectrum owners with a desire to 
nurture rather than destroy. Here's how Kristian Legg of 
Brain tree p Essex makes those tittle birdies grow. 

Phase 1 Ft yrsu are fast enough platform, fly to the edge of the 

you should be able to collect all screen and shoot them from 

the eggs, still leaving plenty of there. 

magic - this is veiy imporlitnL Do not fly into die egg- 
When the egg- Thatchers have col- snatch er*. As soon as yciu have 
lected the eggs from rhe hnLLom dropped the las Legg into the nest, 
platform, you can shoot them leave this stage, 
from the centre platft irm . • 

When they collect from the top Phase 2 Fly in a* straight line, 

platform, s h on I ih em while flying preferably just below the luwesL 

above the opposite platform. If platform, and try to shoot the 

they get the eggs from the centre spheres over the head pf Lhe 



froogje, Do noL run into the 
spheres, "fry to shoot the snow- 
flakes as SO<?n as possible, so that 
you can shoot the droplets was 
well. 

Shoot the spheres over the 
frooglc when it is asleep, so ihat it 
doesn't move. Tf it does, the 
spheres will be harmless. 

Pk&fte 3 Getting worms mu&l 
have priority over thooLing the 
egg-snatchers. Run away from 
the worms until Lhey art about 
level with the nest, then turn and 
eat them, 




Cheating at 
Overdrive 

A nameless BBC owner from 
Solihull reveal & how. 

Type ?&i-H43=iu before load - 
you get ahtnjt TRIPLE your nor- 
mal score! Also if you load up 
until the instructions, and then 
type this sequence- 
Escape, Ctrl Z ? Ctrl U Escape, 
List 200. Return, 

You will sec a line of Basic 
including the phrase: 

RONUS%- 43. 

Change this tom>NUK% tu. 

Try it Using both methods \ 
reached 1,056,765 before getting 
cramp. 



Steven ¥ ra&ej from Strath- 
dyde 'gives us our first tips 
for the Amsf rad - on Roland 
in Time and Punchy. 

KOLAXO IN TIML - To get 
unlimited I Eves/first enter : 

:: ri>iiHime , \ um 
After the program has loaded 
type poke 3*50 j <v; (if using the 
green sereen monitor also type 
vnKfr wKJiji) [indto finally Stfal the 
gmue type c all >ut>u 
• 

PUNCHY The main difference 
between the -Spectrum version: 
and the j\m&trad version is that 
sBUSagt's appear on every wrct-n 
on the Spectrum but on only 
three scrcc-n.so-n the Amstrad . 

T.h e f o U o wi si£ i rife rm at i n i i 
all o\v& you ih • alter th£; ! otej bets 
that appear on any oF the If 
screens." To. load the .prorani 

CTllCFL 

^fSI^3T«^?i . l O>\D "C0df* B . 8 1 ■'■';.] 
if usj ng ill £> gruuii monitor, then 



typo R>#r: ii2?ii,it: Poke ii2/7;u: 

th£ game h.aa lo aded . 

The state t.i[ each sc rwii kepi 
from addresses \ i sas (Screen; I.) to 
:3.vi i (Se recti 16}. 

Firstly to add ^i usages lo every 
screen type: 

." ppK »*'ti*?P to v.m: poke n P 

PEBK (n) OR i; NEXT 

To add or remove other objects 
to/from the screens us* the for- 
lowing vaiues wkh the Hvo poke 
statements. Fundi - 12£ C i hosts 
? £4. Carpet ==-.32, Custard {but- 
torn) - Ifr Custard (top} - &/ 
Tomato <bottoiit.j : ^. .4.'" Tomato, 
(topj -2. Sausage- L 

To add to the c<*j^(jhtS ■■tj'pc" 
j^iK-t. mjki t : ^ screen " no^ t : pe.ek 
(s i 3 19 - 5tT-eeri. rio.) on (character 



To ddeLt- tki the S^fti'a> except 
iep^cebiR'hyxfSR. 

. ■ y.. ■ "... . ■ ■ ■ VT ;f .;. .. . . 

To delefe: dtj: mc sa r nie = except 
To ruii / 5 u n chy ty.pe.cAi:L.& lv^ . 



Underhand 
method at 
Underwurlde 

Several readers have told us of a 
way of getting past iht guardian* 
in Underwurlde without locating 
the weapon needed to shoot 
them. You lower yourself on a 
rope to the screen next to the 
guardian. Then swing yourself 
and come off the rope so that you 
fly toward it. WiLh lack you will 
pass it. If you fait, try again an a 
si i gh tl y di ffertf n L h eight. 

One advantage of this method 
Sf. ihai the eagles who normally 
inhabit the terrain past the guar- 
dians don't turn up to imerrupL 
yourquesL 



BOULDER DASH 

The rest is easy. Go tu. 
position D, via B and C Then 
make a tunnel down and left 
Release butterfly 6 n move 
back along the tunnel, clear 
the earth under hnuldcr B, 
move out of the way and 
POW, nine gleaming jewels 
for you tu collect The dotted 
lines show how you can make 
tunnels to hit butterfly 5 with 
boulder C. butterfly 4 with 
boulder D arid 3 with E. 

That's enough jewels for 
level one. so you can escape 
at your leisure. At higher 
levels you must also use yuur 
fireOy blocking boulders for 
the last two butterflies. This 
means you have to do some 
II rc-ll y d odgi rig at the end. 
Cave O Funnel: The en- 



chanted wall goes dead altera 
couple of seconds, so yuu 
have to make very careful 
preparations. Clear as much 
earth near the right hand wall 
of the funnel as you can. 

Then go over the top oi Lht* 
wall to the outside and coihe 
down L'tfrel ully to clear the 
space under the funnel. Then 
clear as much earth as you 
can at ihe bottom of the fun- 
nel before letting the first 
boulder through the wall. 
Cave P Enchanted Boxes: 
Don't try to get all the jewels 
from just one box. It's virtual- 
ly impossible, even on level 
one. Ifs quite easy to blow 
holes in the first two boxes, 
clear them out and still have 
enough time lo pile a few 
boulders above, ready to cas 
cade through the upper walls. 




Willy train 
tips 

The Perils of Willy is fast 
becoming a Vic 20 cult, 
Adrian Fleming revealed the 
secrets which helped him 
safely through the game. 
Here we print his technique 
fur screen seven. 
When the train i& ai the right 
hand side, jump left for ihe key 
lump onto the same level as the 
train, When it approaches, jump 
over it and onto the pbtform. 

Carry im jumping to get to tJie 
top non-collapsible platform. 
Walk riglu to the end and iump 
onto the conveyor bell. Jump 
right ro get the note, let the 
eunve^or belt take yoti left and 
rhen jump right at the end. onto 
die collapsible platform. (You 
may need to use the second con- 
veyor belt). 

jump straight up for the key 
and let the platform collapse. 
Walk off until you come to the 
platform thai strode hew furthest lo 
the right and jump off. getting the 
key. 

Get down to the level of the 
train, avoiding it as before, and 
jump upstairs, watching out for 
balloons. Walk to the far side and 
get the note, then jump up and 
walk downstairs, again watching 
out fhr balloons. 

Wait on the train level and 
jump the train a& before^ getting 
to the top non^ullapsible plai- 
form. Jump onto die conveyor 
belt and jump one space from the 
far-left side of the second belt. 
When the first balloon is down, 
jump right for the last note, 
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Dragon, CBM 64,Oric/Atmo$, MSX. 



>nori Llvtf tl L* v *l 1* 



iter Willy; while prospecting, down 
Surbiton way stumbles upon an ancient, 
Iuih| foruuLUrn mine* ha ft* On further 
exploration, he finds evidence uf a losi 
civilisation far superior to our own, whh h 
used automatons to dig deep I n to the 
Earth's core to supply the essential raw 
materials for their advanced Industry. After 
t c-f LLurifv of peace and prosperity, the 
Jlb»kl tin n was* lurn apart by war. and 
lapsed Into a long dark ayc P abandoning 
their Industry and machines. Nobody, 
however I hones lit to tell the mine robots to 
stop working, and through countless aeons 
I hey had steadily accumulated a huge 
stockpile cjf valuahk: mt-ijK and minerals, 
and Miner Willy realise* I hat he now has the 
opportunity to make his fortune by finding 
the underground store. In order to move to 
the next chamber; you must collect all the 
flushing keys in the room while avoiding, 
nasties like Poisonous Pansics and Spiders 
and Slime and tt-urM of all. Manic Mining 
Robots, Wltcn you have all the keys, you can 
enter the portal which will now 
he fishing* The game ends 
when you nave been 'got' or 
fallen heavily three times. 

The above screens are from the 
BBC version- 



Software Projects Limited, Beat brand Complex, Allerton Road, Wool ton, 
Liverpool L25 7SF. Telephone: 051-428 9393 (4 lines). Telex: 627520. 




MMicflLs <jf hiy fortunate discovery In 
Surbtton. lie hjs a ydthL, a c Mitt op 
ritaiisian. an Italian houjaekecpi^f- ami j 
French cook, and hundreds of new found 
friends who really know how to enjoy 
IhetitM^wS' ml a party, tils housekeeper, 
naria. however. lakra a very dim view of all 
Ids revetlery, and finally altera purl knarry 
boisterous thrash she puis lier fool down. 
When the last of the louts disappears dofeii 
the drive in his Aston Martin, all Willy can 
think about Is crashing out in his four- 
poster. But Maria won't let him into his 
room until all the discarded cj!as,*e«> and 
bottles have been cleared away. Can yon 
help Willy out of his dilemma ? tie hasn't 
explored his mansion properly yet { it is a 
large place and he has been very busy) and 
Ihere are some very strange things going on 
in the farther recesses of the house (1 
wonder what the Last owner was dohiu in his 
y bor^tofy the night he disappeared). You 
should manage O.K. though you W# 
will probably Hud some loon ies fcT^ 
have been up on the roof and 1 
would check down the ro*td w * 
and on the beach if i was you. ^-SUjtfjBllft * 
Good luck and don't worry, all ^ im Jr 
you can lose In tills game Is »leep k 



* JET SET WILLY is available on Spectrum, Amstrad, 

* wsx. 



r Pkase send me a copy ot Please HcJt were applicable I 

I MAftlC MIMER □ SPECTRUM £5.95 Z AMSTHAD £8.96 ■ 

_ BBC □ DRAGON □ CBM 6* Z OKIC/ATMOS □ MSX all R7J95 1 
| JET SET WILLY [ SFECTRUM £5.95 □ AH5TKAD £8,95 
. □ CBM £7.95 □ HSX£7.95 

I I enclose chcque/FO for .... I 

| (Please add £1.00 for orders outside UK) f€| I 

I Access Card mo... ht± I 

name . . . ™™„ ,„ ,„ ft „ , ^ | 

| Address, tM *.ik.iiM | 

I For Mail Order onfys I 
| Software Projects, F*0. Box IX L2S 7AF j 



Send a large stamped addressed 
envelope for more detailed 
information on our new releases, 
plus a free large poster* 



All sales enquiries to: 

Colin Stokes 

{Sales and Marketing) 



For Mail Order only: 

Software Projects, P.O. Box 12 # L25 7AF 



Selected titles available froms— 
John Henzies, HMV r Boots, Uoohvort h, 
Spectrum and other large department 
stores and all good major software 
retailers. 



Yhe March issue off PCG is due out Thursday, February 1 4* Just 75pl 



BRITAIN'S 
MEANEST 
PLAYER 

For months the battle has been on among the notion's greatest 
gamesters, Q || frying to prove their talent and win our model of the 
hideous Vivian. Now the time has come. 

Our nominations for the title of meanest player have been 
summoned to PCG's Challenge Chamber from the far corners of the 
land. There fhey will take port in one of the most pulsating 
shoot-outs of all Mme, Anything could happen. 

Read the Chamber Master's graphic account of this unique event 
in the March PCG. 



&r its Christmas 



BRITAIN'S GREATEST REVIEWS 




The Final Conf lict is returnin 
break. 

Page after page 
anywhere. 

News, gossip, <^ff WW adventures, your 
favourite pages W& Ig ing at the seams. 



best you'll find 



Already our reviewing panel 
arc hammering at the 
keyboard in an attempt to get 
through the sizeable pile of 
programs awaiting their ver- 
dict. 

There's the remarkable 
Cad Cam Warrior with 8 S 000 
screens, on the '64. But is it 
compulsive? 

There's Ocean's new foot- 
ball game on the SpecLrum. 
Rut is it playable? 

There's an intriguing re- 
lease on the Beeb from new 
company Viper But will it 
hold your interest? 

Hie verdicts that count 
await your attention in 
March's PCG, 




SUBSCRIBE TO YOUR FAVOURITE MAG! 



If you want tu save yourself 
the rush tit the newsagent, 
why not take out a subscrip- 
tion to PCG? if you live in the 
L K it costs jusL £9.00 Tor 12 
issues - &o effectively the 
postage is free. 

For our readers overseas in 
Europe the price is £26.50 
and elsewhere it costs £50.00 



for air mail delivery, £18.75 
for surface mail. 

The address to write to is: 
Personal Computer Games 
Subscriptions, 55 Frith 
Street, L ond on W1A2HG. 

Cheques should be made 
payable to; VNU Business 
Publications BV. You can 
also pay by credit card. 



Competition results 



Did you enter our energy 
com pet i than to try to win 
£1 ,000 for a game idea? 

Have you sen j us cartoons 
to try to win a colour moni- 
tor in our great Ctiff Hanger 
contest? 

Are you one of the Vic 



owners waiting to find out if 
youVe won a copy of Perils 
ofWiify? 

We're planning to print 
the names of all the winners 
in the next issue. Only 
another month and a prize 
could be on its way! 
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Not a Game — A very realistic Flight 
Simulation!!!! 

Worlds 01 Flight (W.O.F.) is a "view 1 ' 
orientated flight simulation for the 
Dragon 32 and Tandy colour 32k 
computers, - written entirely In 
machine language. 
"View" orientated means that the 
pilot may determine his or her 
position by actually viewing the 
surrounding landmarks and 
features as opposed to flying 
on instruments only. 
The craft is a light weight, low 
winged, single engined 
aeroplane, with a nose wheel 
which is both steerable 
and retractable. 
Most instalment manoeuvres 
and procedures may be practised, as well as 
aerobatics which include, aileron rolls, spins, stalls and 
sustained Inverted flight 

100% machine code with high 
resolution graphics. 

Requires 2 Potentiometer/Floating Joysticks 



Tandy Colour Version requires 32K 
non-extended basic and is avaiiabte only at Tandy Stores. 



Mart Order Sates from 
Microdeal Mail Order 41 Truro Rd 
St. Austell Cornwall PL25 5JE 

Credit Card Sales FT^ H^H 
Phone 072673456 :v 




Dealers Contact 

MICRODEAL DISTRIBUTION 
0726 73456 

TIGER TRADER 092SS5222 
TWAKZ WHOLESALE 0734 5BO200 



CENTRESOFT 
02 13593020 



) 



Selected Microdeal Titles available From eompuler dealers nationwide or from larger branches o J 



and 



Si ores 




